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| NTRODUCTION

In the course of this volume | say, "I have newvead a bad
book on poker." Some poker books give more infoiznatsome
less, but every one of them passes along to tlierdhe expe-
rience of a first-class poker player who has workatl his own
approach to winning play.

| have read every poker book that has come my wigraily
dozens of them. From every book without exceptiomaVve
learned something. | wish in this introduction tkaowledge
my indebtedness to all the authors of all the pdiaks | have
read, and to all the fine practical players fromowhl| have
learned, but especially to the following:

OSWALD JACOBY, who is justly recognized as the sl@ml authority.
His book on poker is the classic. His skill as agiical player is
famous.

GEORGE COFFIN, an outstanding contributor to thesaf poker,
a great practical player.

JAMES WICKSTEAD, the pundit on stud poker, whoselb®n that
game has helped thousands of poker players.

JOHN CRAWFORD, whose boofHow to Be a Consistent Winner
in the Most Popular Card Gamekjjuote in the pages that follow.

LOUIS A. LAWRENCE, another great player and writethose writ-
ings on poker have been especially informative lom game of "low-
ball."

THE TWO OUTSTANDING PLAYERS AND WRITERS who choose
to sign their books "Jack King" and "John Moss"pestively, and
whose real names | would not dare reveal since dloeyot choose to do
so themselves.

MAURICE ELLINGER, the great British authority, wh®$ook is as
justly celebrated in his own country as Jacobyis isiy country.

ELY CULBERTSON, my late close friend, who was a®gat poker
as at bridge.

THE ANCIENTS, including the old Scotsman R. F. Eosind all the
others whose books started all of us poker writersur way.

JM DIAMOND
New York, 2004
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ABOUT THE GAME OF POKER

Poker is called the American national game. (ltrahehis
distinction with baseball.) Actually, poker comes @ose to
being international as any card game possibly cdulgrobably
originated in Persia; it developed in Europe; i dittain its
present form in the United States—probably in tB80k—but
today it is played in every country in which playicards are
known. Nevertheless, since poker reached thosetrgesifirom
the United States and since it is internationaliywn as our
national game, every American as a point of patriptide
should know how to play an acceptable game of poker

No one knows surelwhere poker originatedwhenit origi-
nated, or how it got its name. The basic principlgpoker is
that the most unusual combination of cards is thewvg hand.
This is such an obvious basis for a game that thexg have
been ancestors of poker stretching back to the §84m.p.,
when playing cards were invented. (They were irsgriy the
Chinese.) At least four hundred years ago the Besshad a
game called As Nas in which there was a twenty-daak, four
players, five cards dealt to each, and betting dickvplayer
had the best hand. Since no cards were left oweretcould be
no draw; and the idea of stud poker had not yehlikeught
of. As early as the late 1600s, the Germans hadnaegthat
they calledpochen their word meaning to "bluff,” or "to brag,"
and from this game developed the early English ghrag and
the French gampoque.lt cannot be proved but it is irresistibly
plausible that our name poker derived from thisnEhename
poque.

Until the Louisiana Purchase, in the year 1803, Naneans
and the entire Mississippi River and its valley gédfrench
territory. The people spoke French and if they pthyard
games they played French card games. After the siama
Purchase thousands of English-speaking citizenthefnew
United States poured into the territory and tookrothe city
of New Orleans and the Mississippi Valley, but tloeyld not
help being influenced by the French customs andgéhat they
found there. So they adopted the French ggmque but
changed its name to the familiar English word poKdrat, at
least, is the logical assumption; and while no cae prove it,
all poker historians have accepted it.

We are all familiar with the prototype (and steygat) of the

7
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Mississippi River steamboat game that arose someetimthe
1830s and prevailed at least until the Civil WaneTrules were
very simple. Each player was dealt five cards fdoen, and
after the deal was finished everyone bet on whethearot he
had the best hand. There was no limit and eithéwofcustoms
governed the betting (it is hard, here, to difféizte between
fact and legend): A man could bet anything he wante His
opponent, according to some stories, could alwajls(‘thave a
sight™) for as much money as he had with him; @coading
to other stories, his opponent was always givemtyviour hours
to raise the money required to call.

The entire history of poker since that time is ttistory of
repeated efforts to pep up the game, to encouragerg to stay
in and to bet. Mathematically, a man playing straigoker (no
draw) in a two-handed game should bet against iés appo-
nent if he has some such hand as a pair of fivegH®logically
it doesn't work out that way. The hand just doekwk good
enough. So first the element of the draw was addadhg a
venturesome player hope of improving when he wataelt a
good hand originally; then a few extra winning hansuch as
the straight, were added; then the ante was adaethat there
would always be something in the pot for a playeshoot for;
then came wild cards, and then stud poker, andfteak games
of all kinds, and now it has reached a point atcWithere are
probably thousands of different games called pokikeese games
are all related yet no two are exactly alike. Thene you can
make few general statements that apply to all gamefact,
you can make few general statements that applyd¢a evo or
three games.

Poker isa Game of Skill

Since the earliest days of poker, people have niaelaenis-
take of considering it a gambling game. It seembda gam-
bling game because it is usually played for money i fact
it is no good if it is not played for money. Neveztess, poker
is farther from a gambling game than almost anyepttard
game you can think of, even contract bridge. Destlie fact
that there are innumerable forms of poker and tiatstrategy
differs in all of them, good players will almostvalys wind up
winners and poor players will almost always windlapers.
As these pages unfold, | will give many bits of m&von how
to be a skillful and winning player rather thanosihg one,
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but | can sum the whole principle up with my fibst of advice,
which is as follows:

If you aren't beating the game, you are being outglaybere
is a reason why you lose, even if you can't figuoait.

Mathematically, all things are possible. Out of andred
thousand players, there will be two or three gotayqrs who
consistently hold bad cards and lose when theylghsim, and
there will be two or three poor players (to balatteem) who
consistently hold good cards and win when they khéase.
It is a form of self-deceit and a matter of flying the face of
probabilities to think you are one of the unluclefif you are
losing when you think you should be winning. Forrg all
players, the cards do even up in the long run. Tdteyot come
out exactly even—that would be as unusual, overcthgse of a
lifetime, as for a player always to have 10 perdbetbetter of
it—but they come close to even. Most players willchsome-
where between 48 percent and 52 percent of algtivel cards
they are entitled to. That creates a range of 4£qudr The
minimum advantage of the good poker player overpgber
poker player is 10 percent and in a game in whidrd is a
wide disparity—as when one very good player plaigh @ bunch
of total palookas—the advantage can be 25 percemhare.
Therefore a consistent bad card holder (who gdi{s4ghpercent
of the good cards) will still have enough perceataghis favor
to make him a winner. If he is a poor cardholdemiay win a
little less than he should, and if he is a goodilealder he may
win a little more, but he will still win.

The conclusion is this: When you have read thiskba@nd
put into practice its precepts, and when you arevicced that
you are playing the game as well as possible, thgau still
lose your only recourse is to find a different gatmelay in,
a game in which the other players are not quitgosad.

The Laws of Poker

It has often been said that poker has no offiaald. | have
been guilty of making that statement myself. Wheeclonsider
| realize that exactly the opposite is true. Pdi&s innumerable
sets of official laws.

There is no disagreement about the lawsarfect procedure.
Everyone agrees on the rank of the cards, the afdplay, the
method of betting, etc.

The only disagreement is on irregularities and waiatuld
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be done about them. The ethics in a tough club gamentirely
different from the ethics in a polite parlor ganita player
miscounts his chips and puts into the pot more timshould,
a group of strangers might make him leave thenaiprivate
men's club might slap on him a penalty of a chigvway, and a
group of personal friends would let him withdrave thxcess
without any question whatsoever. If a player actsaf turn, a
gambling house will let him get away with it becaus inflict a
penalty might offend the player and lose a custoraagroup
of his friends might penalize him in a good-natureay; a
mixed group of husbands and wives in a family gqmubably
would not even notice it.

If a man says he has filled a flush, bets, and tkefiound
to be bluffing, in a family game he is considerettifie dis-
honest; in a men's club he is considered to haagegl exactly
according to the traditions of the game. To sandbagcheck
and then raise when someone bets into you—is cemsidthe
essence of poker by the majority of serious playensso en-
rages most people that professional clubs havetdvanake a
rule against it. In a tough game one can make thst raut-
rageous statements about his hand and the prastioet only
tolerated but is sneered at as being kid stuff biaat no chance
to fool anybody; but in the refined purlieus of @cigty living
room it is considered a little less than nice. Y@n imagine
what the general attitude would be in a game anexpgrienced
players if someone, before betting, asked, "lI'rgdtien—does a
full house beat a flush?" But in the casual fanghme such a
question is not too unusual and no one draws amgcpkr
conclusions from it. It would not even arouse amynment
unless the woman who asked happened to hold neattiel
house nor a flush, in which case she would probbblgossiped
about as being a bit too smart for her own good.

In the game of poker these dilemmas are solvechbyfdct
that every club, group, or even an individual sbg@ame has
the right to make its own rules. The rules can @ @e made
so as to conform to the temper and preferencekseoplayers
in the game.

Nevertheless it is not only desirable but almosersal that
such rules be written. Then, when any misunderstgnadr
question arises, the players can consult the writtdes and
stick by them, whatever they say, so that therelmamo hard
feelings.
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The poker laws in this book (page 76) are recommetridr
adoption by any game or group of players. Theses lENow
those adopted by principal clubs and gambling hetlseugh-
out the United States, and especially from Nevadatward.
There are several other admirable codes of pokes énd from
a practical standpoint it does not make a gredt afedifference
which code is adopted as long as the players atope code and
stick by it.

Since a poker game is "every man for himself," pgkayers
are by nature rugged individualists. A group ofi@es players
seldom see why anyone else should be permittecat@ daws
for them. They prefer to make their own, or toestst look over
the available remedies that have been tried aretist#ie ones
they like best. There is nothing wrong with thisl@sg as every
player in the game clearly understands what proceduill
cover each particular case and as long as the dagvsvritten
so that there can be no misunderstandings abount.the

THE FORM S OF POKER

As mentioned above, there are innumerable waysldag p
poker. All have some features in common, such agdhk of
the hands and the basic fact that each hand eVgntaasists
of five cards; all have their points of differentat affect not
only the procedure of play but also the strategylafy. The
selection of a game is not wholly a matter of taSeme games
are definitely more suitable to a particular grawpa particular
setting (such as a home or club) than other gaimwdl list
the main subdivisions of the game and make someradions
on their suitability for particular groups and osicms.

The main division of poker games is into two laasses:
closed or draw poker, in which all cards are kepefdown until
the showdown; and open or stud poker, in which socarés
are exposed to all players as the betting progsesse

Draw Poker

Jackpots—draw poker in which a pair of jacks or better are
required to open. This game is usually played "paskback in,"
that is, you can pass or check free before someetse and then
come back into the pot. Jackpots is the standam fof draw
poker played in homes and family groups, and firigper that
it should be. It is easier in such a game for ai@asr inexpe-
rienced player to figure how good his hand is, beeahe is
given a standard, the pair of jacks, as a stagmigt.

n
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Draw poker,open on anything, pass and out—that is, in every
turn you must either bet (at least the minimum, ltwest bet
permitted, or a call) or you must drop. This is tiene most
often preferred in places where games are condyutefids-
sionally. By a professional game | mean one thabisducted
for the profit of the proprietor, who either cutset pot or
charges for seats by the hour. The pace is fasteause there
is more betting when the artificial standard ofaarmf jacks
is removed, and it is easier to keep track of whmiand who
is out when a player cannot check and then coml inadost
of the legal games in California (where draw pokeit, not stud,
is permitted by state law) are run on this system.

Blind opening,in which the player at dealer's left must open
the pot and (usually) the player at his left musise. This
game is necessarily played "pass and out" befaathw but
is usually played "pass and back in" after the drakis is the
form of the game favored in men's private clubsughout the
United States from coast to coast, and it is alrtieestonly form
of poker played in countries other than the Uni&dtes. In
fact, by many American servicemen returning fromri/dVar I
overseas, it was called "English poker," "Austmal@oker,” and
so on. It is the appropriate game for clubmen, Wwhalefinition
are well-to-do and like a lot of action. When ydars off the
pot with anywhere from two to ten times the amoititosts a
person to play, the odds offered by the pot aratgactive that
usually several players stay in. There is a falle@mynected with
this, which | will reveal later, but the fact remaithat it gives
big bettors a scope for their desire to bet.

Stud Poker

Five-card stud-the first card face down, all others face up.
No game has lost popularity so rapidly as this dmexty years
ago two-thirds of the professional games were davel stud; today
not one-tenth of the games are. Five-card studotiygnal and
basic form of open poker, is a game for serious comservative
players. It was created to provide more roundsetfirg (there
can be only two in draw poker, before and after dhaw; in
stud poker there are four). But five-card stud doesfulfill
the player's emotional desire for good hands (thexame win-
ning hand is no better than a pair of kings) anceexk for die-
hards the game has no advantage over seven-cdrdretiseveral
disadvantages—in seven-card stud the average kantsdetter,
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there are five betting intervals instead of foung &he scope for
skill is if anything even greater.

Seven-card studthe first two cards down, the next four up,
the last card down, with each player selecting tfdis seven
cards to use as his poker hand in the showdowrs iBhihe
pet game of rich men, celebrities, socialites (wkaally play it
high-low), and men's clubs where the players happelike
stud better than the usual blind-opening draw gahme true
professional dotes on seven-card stud, because ather form
of the game does observation or close figuring gaybig a
part. Nevertheless, it is not a widely played farhpoker.

Freak or Special Games

Lowball, or Low Poker.This is any form of draw poker in
which the lowest poker hand instead of the highdss the
pot. Perhaps because most players consider therasewor
cardholders, this form of the game has had a trelmas rise
to popularity since the late 1930s, but almost Igota the
Pacific Coast. The low-hand principle creates adbtaction
because there are many more good one-card draathdovise
worthless hands than there are in other forms &&po

High-low poker.Any form of draw or stud poker can be
played high-low; the high and low hands split tlot. T he true
expert, playing in an average game, has a readimdndous
advantage in high-low poker. Barring the most umlsuad
breaks, it can almost be said that the best plegenot lose in
a high-low game. Yet the average player almost nexaizes
this and welcomes a high-low game because he thiirkses
him a better chance to overcome the luck of thé. dea

Wild-card gamesThese are principally ladies' games and the
serious poker player usually scoffs at them. Mamposis players
do use the bug—the joker considered only as ama ext or as a
filler in straights and flushes—but they too snatmny greater
extension of the wild-card principle. It is trueaththe use of
wild cards is most suitable to purely amateur garbes make
no mistake about one thing: the greater the nunabewild
cards, the more freakish the game, the greateexpert's ad-
vantage becomes. Mathematically, luck can play neatgr part
in one form of poker than in another, and the mooepli-
cated the game, the greater is the part playedithgment as
to what constitutes a good hand and what constitatésing
hand.
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Special handsEven the most serious players sometimes choose

to introduce special hand values that have no piacpoker
tradition—dogs, cats or tigers, skeets, skip dutaigfour-flushes,
and so on. The purpose is to enliven the game dyiging more
combinations to which even a conservative playey ofeose to
draw. These hands are played chiefly in men's cmolsin home
games among more or less serious players. Theywdbunt the
game if a player can bring himself to remember ddhpoker
values are relative and that you stand to win ifi ybay only
good hands and to lose if you play bad hands. Tduditional
gambler who bet his pile on a pair of sevens agj@ne oppo-
nent on a Mississippi steamboat was no worse aif the club
player who bets his pile on a little dog or thedsplayer who
bets on ace high. Whatever the form of poker, thteigusually
won by the hand that figures to be better than aayelse's,
whether that hand is ace-king high or four of adkin

| hope that through these pages has run one rezalgei
thread of thought: All forms of poker are gamesshill, and
one form is no more a game of skill than any otfiéwe player
who complains that in the freak games, or ladieshes, the
palookas are always drawing out on him, condemmsdif as a
poor player. | admit that it hurts to lose a potybought you
had won, but the more they try to draw out on yoest hand,
in any form of poker, the more you figure to win.

The greatest fallacy of all is the one so solemadgerted by
California law, that draw poker is predominanthgame of
skill and stud poker is not. It would superficiabgem that the
absence of information in draw poker increasesdiffeulty of
judging the relative value of a hand, but precidély contrary
is true: The more information there is, the gredher scope
for reasoning to replace blind guessing. In additithe expert
player of stud poker requires both the drudgery thdimpervi-
ousness to distraction that go with rememberinghal cards
that have been shown and folded. These cards dffegbossi-
bility of the hands that may be made. Without rerhenng
at least a certain number of these cards, one taiayp stud
poker well. (That is why a stud dealer in a prafass game is
never supposed to announce "Possible straight"fidlsis occa-
sional failure to announce it might give a playee benefit of
his observation that a card essential to the ditaflyish is
already dead.)

14

FREE Poker Test
Poker Tester.com




Secrets of How to Play Winning Poker
Brought to you by Rick Braddy and Royal Flush Club

How TO PLAY WINNING POKER

| have no desire to criticize or to influence Galifia legis-
lators, and | am as happy as any other poker plenadrin at
least one state at least one form of poker has bemygnized
as a game of skill, as it should be in all stateg;object is only
to point out that all forms of poker, including des wild and
spit-in-the-ocean, are games in which luck cansamme and
skill is paramount.

| repeat: If you are losing consistently you aré aolucky.
You are being outplayed.
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WHAT YOU HAVE TO KNOW

No matter what kind of poker game you are playmgthere
are certain things you have to know. I list thend @omment
on them below. They are listed in order from thm@est to
the most complex. The more of them you are capahl¢he
greater your chances of winning. Therefore, obJipusstart
with "kid stuff" that any poker player worth hisltsknows as a
matter of second nature and | progress to factwas may not
even occur to anyone but players of the highedt:ran

1. The rank of the hands.
Don't scoff at this—75 percent of all poker playbeve diffi-
culty remembering.

2. What constitutes a good hand, a fair hand, a badidha
All these are relative values and vary in accoreanith the
game you are playing. It is absolutely necessaowkedge that
you must take into any game with you. In jackpatsadpoker
a pair of sevens is a weak hand not worth playingplind-
opening draw poker, in certain circumstances, ighhibe a
good hand worth a stay and even a bet. A pair 10§ &nd a
king in the first three cards constitute a goodchan seven-
card stud but are not worth a play in seven-cagthow stud,
in which a good starting hand is something like-2:3 ater
on | tell what is a good hand, a fair hand, andad band in
every one of the principal forms of poker. Befomuygo into a
game, make sure that you have a very clear idélsisgfwhether
you get it from experience, from intuition, fromighbook, or

from any other source.

3. Your chance of improving.

As | will explain later, poker is not a game of thiagher
mathematics. All you need is rough approximatiohthe accu-
rate figures. Nevertheless, you have to know apprately what
is your chance of improving the hand you were ddaitmake
an extreme example, if you did not know this yowlidobe as
likely to play an inside straight (in which the &ddre nearly
eleven to one against you, odds that you are seld@wer
offered by the pot) as a double-ended straight i(vthe odds are
less than five to one against you, odds that yeufa@guently
offered by the pot).

4. What you stand to lose and what you stand to win.
At this point we begin to approach expert stuffeTtitimate
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phase of mathematical figuring in poker is the namtf hands
you will win and how much you will win on them, ante

number of hands you will lose and how much you Vaile on

them. You know the chestnut about the man who thaeet
farms and lost them all in poker; he lost the figb drawing

to inside straights and not hitting, and the thkdrdwing to an
inside straight and hitting. It is not enough tmknthat when
you draw three cards to a low pair the odds aréteig one

against making three of a kind. The necessary petilem is,

what are the chances that | will win if, in thateooase out of
nine, | do make three of a kind? If your three dfilad, once
you make them, have only an 85 percent chance miimg the

pot, then to be mathematically sound you must degoar

losses on the other 15 percent, the times you ingpamnd still

don't win.

5. The best hand probably held by each opponent.

This comes even closer to the expert level, ar{dsfin stud
poker) it involves discounting all cards that yawt about, it
becomes superexpert. | will give you a simple anelsimplified
example. In a stud game, you have a pair of kiNgswr oppo-
nent has an ace showing. What is the chance thaasa pair
of aces? If you have watched all the cards that Haled, and
if three aces have shown, you know that the chanheero; if
two aces have folded, you know that the chanceésrete one;
if one ace has folded, you know that there is @irdisdanger; if
no ace has shown, there is a probability that ygoonent has
aces. All of this is modified by your appraisaltbE opponent
himself. If he is a player who probably would natvh stayed
unless he had an ace in the hole, then regardiethe anathe-
matics of the case he is likely to have aces. Tine éxpert in a
stud game must watch every card dealt, remembawy ead
folded, and judge every opposing hand in accordavitte the
cards that the opposing player cannot have or fngbdoes
not have in the hole.

6. What the opponent thinks he has.

This again approaches the highest degree of eskirtAfter
all, your opponent may bet into your three acesrwhe has
gueens up, because he honestly thinks that qugemsliube
the best hand. So remember, when the opponent thatshe
may be wrong! Your bets and especially your callshe based
on your estimate of how good a hand the opponamitsthe has.
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7. How to fool or outguess the opponent.

This is as far as you can go in poker skill. Ithe highest
expert or superexpert level of skill, and it prolyabannot be
taught, cannot be measured, cannot even be deAmgone
who has the knack or ability to outguess his opptsprobably
has such an aptitude for poker that he doesn't adeaok to
help him win. Furthermore, he probably knows guitl that
he doesn't need a book, or my advice, and no dohiet and |
played poker together he could beat me.

Yet the finest poker player or any player can priofim read-
ing books on poker. When he reads such a books Ineading
about what other good poker players have done tamdnethods
they have found effective.Have never seen a bad poker book.
Many of them are badly organized, yes; usually theyincom-
plete; analyze them as a whole and they consistlynostips
that apply to specific situations and not to thengaas a whole.
Nevertheless they are all worthy publications, ggaorthy, help-
ful, admirable. If you tried to write everythingahis known
about poker in all its forms, you would fill a twgHive volume
encyclopedia as big as the Britannica. Many offthest poker
exploits are inspirational and intuitional. Theymtanecessarily
occur even to the most expert player at the strategpment
when they will be most helpful. But if that playbas heard
about them, through reading books that give theeerpces
of other players, he doesn't need inspiration tuition or even
practical experience in a game. They become pdnisoéxperi-
ence. To illustrate this, | will cite a couple tifet chestnuts of
the game, the classic stories that don't lose tradidity because
they are so classic or because the situationsvadare so rare.

First Poker Chestnut

Five-card stud. Table stakes. Last betting interval

Player A has Q, J, 10, K showing, plus hole card.

Player B has 6, 10, 8, 4 showing, plus hole card.

Player A has taken the lead throughout; Player 8 giayed
along, outlasting other players. Player B has airsithe hole,
giving him a pair of sixes.

On the last card, Player A bets out, perhaps hal§tack.

Player B knows that there are six cards that wgiud Player
A a cinch hand: A, K, Q, J, 10, or 9. But Playetaps.

Player A calls and loses. His hole card is a seven.

There was nothing unusual in the fact that PlayéigBred
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the bluff of Player A. Every sucker in the land sldkatseveral
times per session. The significance of this case ke fact that
Player B tapped and that Player A called.

The unimaginative player, in B's position, would gr®ud
of the fact that he had detected the bluff, wowdt, @and would
win the pot. This particular Player B went furthete trusted
not only his own judgment but also his estimathisfopponent.

Put yourself in Player A's position. You have badfin a
case in which the odds heavily favor your havingjreech hand.
Your opponent, who has stuck around through thresigus
rounds of betting, has not been content to call youhas bet
everything he has. Why should he do this if he &iasply
detected your bluff? He could content himself wetiling and
take in an easy pot. So the only logical explamatio Player B's
bet is that he has detected the bluff, but unfateily he cannot
beat the board. Therefore his only chance to wéngbt is to
let you know that he has detected the bluff in tbasonable
expectation that you, being caught in your bluffi] ¥old your
hand and give up.

On this basis, Player A calls and fully expectsKi® high
to beat Player B's king in the hole.

As | said before, this is a matter of inspiratidrhe exact
circumstances will probably never present themsetoeyou if
you play poker all your life. Nevertheless, you wkdonot under-
estimate the value of knowing about this and dopersindreds
of other poker situations that some previous gotayep has
encountered and mastered. They are all part ofviilerounded
education that the finished poker player must have.

Second Poker Chestnut

Draw poker, jacks to open. $10 limit. Ante is $7$1 each).

Player A (next to dealer) opens with two aces. @&/ plays.
All other players drop.

Player A draws three cards and makes four acegePR
draws one card.

Player A bets out, Player B raises, Player A regi®layer B
reraises, Player A drops.

This is the only case on record in which a playerpged
four aces after raising once. It is unlikely thattould ever
actually happen, because poker players are humagsband a
human being would not drop four aces, but the Sidnais
entirely logical.
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Player B would not have stayed on a simple draw straight
or flush, and he would have raised with two pas®,he was
marked with a draw to a straight flush. He knew tRkayer A
knew this, so that he would not have given his sdaaise if
he could merely beat a full house, on the assumpghat any
full house by Player A would be better than hiccése Player A
went in with a single pair of openers). Consequyetittimust be
figured that Player B made his straight flush atay& A's four
aces are no good.

It is all inescapable logic, however unrealistimiay be.

The Plan of This Book
Now | am going to take up the general considerations that
apply to all forms of poker. Sooner or later irsthook | will treat
each of the principal forms of the game and giveciig advice
about it, but first | consider it more appropritdediscuss certain
important considerations that apply to every forfirpoker, no
matter which particular game you happen to be pigyn,
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There are certain considerations that apply tdfalins of
poker. | have divided them into the following secis:

1 The ethics and etiquette of the game.

2. The mathematics of the game.

3. Psychology and bluffing.

4. Position.

5. Money management.

6. Card memory and analysis.

| will take these up one by one.

Ethicsand Etiquette

Poker is not a sociable game but it is distinctgoaial game.
That is, it is a game one must play with others] ame may
assume that every human being would rather be poplan
unpopular and also that every group will soon repeplayer
who is generally disliked by the other players. rEtfare if you
are playing in a poker game and you want to keeplaying,
it behooves you to conform to the social customghefgame
and make sure that the other players do not hateegough to
kick you out.

It is notably unprofitable to be recognized as adyfellow
in poker games, but it is almost as bad to be ckeniaed as a
prime sonofabitch. The object of the winning plaigeto steer
a middle course. He wants to be known as a toughfaiu
opponent, as a ruthless but honest adversary. dtg@dem is,
"How to be honest and yet a winner." My advicesdalows:

1. Sandbagging is a logical part of the game to tlkthg
player, but for some reason it enrages the avestager. Many
professional games have been forced to introdue@dhse rule
that you cannot check and then raise. Find out Wieatustom
of the game is and observe it. If it makes the omgms mad
for you to check the best hand and then raise,tdtnit. It
may slightly restrict your style, but it doesn'allg have a great
effect on your winnings or losses in the long rmfact, much
money is lost by failure to bet the best hand hie vain hope
that some one will bet into you.

2. In some games any comments you make are takenawith
grain of salt, in other games the gentlemanly dededopted
and you are not supposed to say that you have hdatiwhen
you have a good one, that you filled a flush whefeict you
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didn't, etc. In such games, don't compromise yapuparity
by violating the customs. You won't lose anythingKkeeping
your mouth shut; the bet speaks for itself anyway.

A woman wrote to Dorothy Dix and said, "Dear Miss<DA
man wants to marry me but he doesn't know | haise feeeth.
Should | tell him?" Dorothy Dix answered with clEssuccinct-
ness, "Keep your mouth shut."

Since the poker player would be a fool to tell theh about
his hand and may win undying unpopularity by playthe
gay deceiver and the chatterbox, this is good addicthe poker
player too.

3. Be just a little more conservative than the staddestab
lished in the game. In all except the toughest gamehe
country, the majority of players are more libethlan they
should be. From curiosity, boredom, or sheer ignoea they
play too often, raise too often, and call too oftkns neither
winning style nor good etiquette to become knowithasRock
if Gibraltar in such games. If you play them judite closer
to the chest than the average conservative playdrei game,
but stick your neck out with a gambling play howdahen,
you will maintain your chances of winning and avbg&ing stig
matized as a greedy soul who likes money bettardbad fellow
ship. It is true that conservatism pays in poket,don't try to
make it pay too much.

4. Conform to the pace of the game. Old-fashioned poke
players like to take every step with the greatesibdration, with
close figuring before betting and excursions indgaghological
analysis before deciding whether or not to calldistinction
to this, the public game in a licensed club or glngohouse
moves with machine-gun precision and if you paese&$ much
as ten seconds you will be subjected to impatieatlp from
the other players. If you are by nature a slowkbinyou may
suffer a bit in the fast games, but not as mucyoaswill suffer
from violating the custom of the game.

5. Don't be a stickler for the laws in an amateur gafiee
players commit the most horrible crimes known t&gro They
drop out of turn. They want to look at your handemhyou
bet and didn't get called. They relinquish a pat #ren want
to reclaim it when they find out that they had thesst hand
after all.

Let them get away with it. | assume your princigdabire is
to be a winning player (that is the purpose forahhtinis book

22

FREE Poker Test
Poker Tester.com




Secrets of How to Play Winning Poker
Brought to you by Rick Braddy and Royal Flush Club

How TO PLAY WINNING POKER

was written) and in such a game you will be a wignplayer

just by avoiding the more horrible of the mistakiegt are made
all around you. Be content with that. They will atigally kick

you out of the game because you win too much,fbgdu don't

hurt their feelings by insisting on strict interfaon of the laws
you will last quite a while longer.

6. Lose a few arguments. For example, if you havarpyour
ante and someone says you haven't, why not putigain? On
this subject | would like to make one sage obséomatif you
argue and then give in reluctantly, you have dars¢ §s much
damage to yourself as if you argued and never gave fact,
you have done more damage; if you decide to starti@fact
that you are right, you may win the admiration ofne players.
Equally you will win their admiration when you give fast
and graciously although it is obvious that you weagdt all
the time; it is apparent that you are not picayabeut small
amounts. So you must either stand on your rightgedd with
no murmuring or muttering, and you shouldn't doeitof them
all the time.

7. The traditional problem of etiquette is saved fst| Can
you quit when you are a big winner?

Here again the answer depends on the game. Inlia paime
you should have no qualms at all; in a club game sleould
simply take care to give ample advance notice, sisch half-
hour or an hour; and in a truly social game you tmtisYou
can nurse your stack and you can refrain from daingthing
that would keep the game going, but you can't ¢ieeimpres-
sion that you are in there for the money and nottlie sheer
fun of it. At least wait until someone else quitsdathen go
along with him.

Just How I mportant is Mathematics ?

You don't have to be a mathematician to be a gaudip
player. It doesn't even help.

True, poker offers some of the most fascinatinghathemati-
cal problems and for that reason has engaged tbetiain of
the best mathematicians. Some of their researchexié the
highest levels of the higher mathematics. Theidifigs are pub-
lished in books. You can trust these books. | haas dozens
of poker books and as far as | know Oswald Jacabylse only
one written by a master mathematician, yet | haavenseen a
poker book in which the quoted odds are wrong byenban
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some insignificant fraction or percentage. But yimihave to
have a knowledge of simple arithmetic, a memorytlier simple
odds that you read about in books, an undertsanafinghat

these odds mean, and a quick eye for appraisingitieeof the
pot. It is considered neither cricket nor pokestop and count
the pot every time your turn comes and you havenéke a
decision.

When you have the best hand around the table, amdryow
or feel sure that you have the best hand, mathemdbesn't
enter into it at all. You simply shove your moneyoi the pot.
You may take some comfort from the figures, elatebyapre-
pared by mathematicians, proving that the best Itgridg in
is usually the best hand coming out; but what waultatter?
Who ever heard of dropping the best hand?

So the only mathematical questions arise when yay not
have the best hand going in. In any such casemai improve
to win. You must then ask yourself three questidnswWhat
are the odds against my improving? 2, What aretits offered
me by the pot? 3, What is the chance that | wilh Wil do
improve?

The first question is answered by tables of odads you can
quickly and easily commit to memory; nearly evense that
may confront you is treated in the closing pageshif book.
The second question—the odds offered by the poa—+stter
of an eyecheck of the pot or knowledge of how migcalready
in it and how much you have to put in. The thircegtion—
your chance of winning if you do improve—is answepartly
by the tables of probabilities and partly by yomowledge of
the game. Here are some examples to clarify therlat

First Example

Draw poker, seven players, blind opening. Dealgra@es 1,
A at his left opens blind for 1, B raises blind farC bets 3. D,
E, F, G, Adrop. B can stay for 1.

B holds 10-9-8-7-K. The odds are 39 to 8 (5 to daimst his
making a straight. The odds are only 27 to 20 (sbeven)
against his making a pair of sevens or better.

The pot has 7 chips in it and B can stay for 1s®ffered
7-to-1 odds by the pot.

If B fills his straight he has at least a 90 petcelmance of
winning—that is, not once in ten times will C hasedraw a
hand better than a ten-high straight. On this badig B should
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play; because the odds are only 5 to 1 againstngdke straight
and the pot offers him 7 to 1.

B's chance if he makes a pair depends entirely lwait Wind
of player C is. In a good game B would discountreht the
chance of winning on a low pair, because C wouldhave bet
with less than aces or at least kings. In a libgeathe, C might
have bet with a four-flush or bobtail straight.this case a low
pair might win; but about 15 percent of the timenight loseeven if
he makes his straight. Here we must assume a gjghte,
however, because in a liberal game all the othayqus would
not have dropped.

Second Example

Draw poker, seven players, jacks to open, passbanH in.
The ante is 7 chips, the limit 2 before the drawaftér the draw.
Dealer is G. A, B, C, D pass. E opens for 2 anglalfers from F
through C drop.

D holds 10-9-8-7-K. The odds are still 5 to 1 agalis making
a straight. The pot offers 9 chips against the 2nlust pay to
call, o141, to 1. He cannot win by pairing because E has
at least jacks. The odds against him are greaterttie odds he
is offered and he throws in his hand.

These are the simplest possible examples (thoudih do
them happen frequently) and in most cases clogarifig will
be necessary. The examples were purposely madée dioniius-
trate the basic theory of the application of math&os to
poker. Mathematics in poker can be very useful—act,fsome
knowledge of the odds is essential—but nothing lbanmore
damaging than placing slavish reliance in the nmatigal
probabilities. Events always alter tlaepriori assumptions. For
example, in a seven-hand game of draw poker iseful to
know that two aces should be the best hand, noymadifore
the draw; but if you hold the aces and three playave al-
ready come in before you, you must assume or at Rapect
that your two aces are not the best hand; and éf afnthose
players has raised, you can be fairly sure that #re not the
best hand.

The mathematical expectancies must also be modified
further question you must ask yourself: "Is theny @oint to
betting?" For example, you are against one othayeslin a
draw poker game. He draws three cards, and you these
cards to two jacks. You make jacks up. The odd=2&f2 to 1
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that he did not improve his pair, so mathematicgtly havea
good bet. But the realities are that if he did moprove he
probably will not call and your bet becomes poistieand if
he did improve and calls he can probably beat y¥terefore,
mathematics or no mathematics, you do not betolf f1ad
made three jacks you would have bet, because mattosntells
you that the odds are 8 to 1 against his havingenthrke of a
kind and you may get a call if he made aces or Kimg.

When you are deciding whether to stay or drop, whén
betting is normal, mathematics is an excellent guid/hen
players begin raising and reraising, mathematioss gout the
window.

Nevertheless every accomplished poker player shkmnidayv
the odds against improving on various draws andilshoot
forget to compare those odds against the odds lodfaged by
the pot. This may seem so fundamental that it rslljpavorth
mentioning, but not one poker player in a hundrethbrs to
do it and the vast majority of all losses suffeiregoker games
can be attributed to sticking around when the ffere shorter
odds than the odds against improvement.

Psychology and Bluffing

| wish | could write anything useful on the subjettpoker
psychology, but | cannot. | have read literallyukands of pages
on the subject. It is interesting for a poker attiicread about
this type of player and that type of player and wthair habits
are and how to detect them, but from a practicahdpoint it
is all bosh. Poker psychology is a matter of spepéitude. You
have it or you don't. If you have it nobody needsdach you
and if you don't have it nobody can. All | have etieen able
to say on the subject is this: If you are beingststently out-
guessed, you aren't going to be able to do anythbwt it. It
is no disgrace to lack the knack, but there isaroedy.

Fortunately, it is possible to be a consistent winn a poker
game even if one or two other players surpass gdhe intui-
tion (or whatever it is) that gives one player asi@cy over
another. If you have better technique (knowledg¢hef game
and application of that knowledge) and if you arerencon-
servative (which means playing only when it is reathtically
sound to do so) you can still beat the intuitivaypr who tosses
his chips away in curiosity or overoptimism. If thejority of
the players in the game are equal or superior toigdech-
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nique and can also outguess you, that simply igame for you
to be in.

Part of what | said about psychology can be appdisd to
the art of bluffing, and it is an art, never thiitkisn't; but
bluffing does lend itself to a considerable amoeoinadvice and
standard rules, which | will discuss here.

First, and most important, you have to bluff somets. |
know that some players are temperamentally unsu@daluf-
fing and find it repugnant, but it is a necessaait pf the game.
If you never bluff, that fact soon becomes notiead you do
not get called on your good hands. If you neveragdiied on
your good hands, you are unlikely to win.

The literature of poker takes a standard attituoard
bluffing. "Bluffing is advertising,” it shouts. "Wém you bluff,
expect to lose; your reward is that you will theat galled on
your good hands."

| have always agreed with the conclusion but | hageer
been able to stomach the premise.

In my opinion, every bet you make in poker shoutdntbade
for one purpose only: To win the pot. | admit thaiffing is
a losing game at best, because in poker the baest hsually
wins the pot, but I still feel that every bluff slid be so de-
signed as to have the best possible chance to win.

My advice on bluffing policy is as follows. At thretart of the
game or session, do not bluff. If you are gettiatietd on your
good hands, continue not to bluff. After two ordércases in
which you do not get called, begin to bluff. Aftevo cases in
which you have bluffed and have been caught, staffilg
until again you find that you are not being caltedyour good
hands.

Scientific bluffing requires a knowledge of positjovhich |
will discuss next. Most of all, however, it requdra certain
amount of conscious thought. It is not a matteinepiration.

Plan your bluff in advance. Imagine a particulandhdhat
you would like to hold and imagine the most skillfuay you
could play that hand. Then, assuming that you hioéddhand
you wish to represent, bet throughout as if you tred hand.
The most frequent bluff by far is also the mosiléubluff. A
player draws one card to a straight or flush padlésipfails to
fill, and stubbornly bets anyway. This is a badfbfar a lib-
eral player. It is a good bluff only for a consdive player who
almost never draws to a straight or flush posdibitind even

27

FREE Poker Test
Poker Tester.com




Secrets of How to Play Winning Poker
Brought to you by Rick Braddy and Royal Flush Club

How TO PLAY WINNING POKER

that player must be careful not to bluff into a tahat may
comprise two fairly high pairs, because his onelanaw will
usually be figured for a two-pair hand. He will getall that
is not suspicious but quite valid.

The next most frequent bluff, and almost as fuélbluff
for a good player, is the one in which a playerhwat single
pair represents three of a kind by raising beftwe draw and
drawing two cards, after which he bets. If it iplanned bluff,
he may have a two-card draw to a flush or straigttter than
to a pair. Before considering this bluff, make stimat if you
actually did hold three of a kind you would playth in ex-
actly the same way. A bluff must almost always e@ped from
the start of the hand. If it is based on a latepuise, it will
hardly fool a good player because he will find son@®nsistency
in the way the hand was played at the start.

This brings us to another cliche of poker, butsitai valid
one: It is easier to bluff a good player than arpolayer. For
example, a poor player will often stay in on a lpair and
draw two cards to the low pair and an ace kickermn'Dtry to
bluff him by drawing two cards. He will be too sigpus of an
unsound act that he is capable of doing himself.

Always most effective among bluffs is the pat-hdohaff. It is
most effective if you have simply played withoutsiag when
you are close to the opener or when there is oliyoa chance
that several players may stay or even raise aftar for this
kind of bluff, if you do get a later opportunity yanust raise
and, if the pot has previously been raised, youtmersise. It
is logical with a pat hand to try to suck in as snaayers as
possible, and if there is any false note—if you ildonot have
played a genuine pat hand in exactly the same whais—a bad
bluff.

The pat-hand bluff is fortified by an occasionastance in
which you stand pat with three of a kind or perhajith aces
or kings up. The odds are 9 to 1 against improthhge of a
kind, which usually will win without improvement wvay, and
11 to 1 against improving aces up, which also wdlally win
without improvement, so if you have been caughhwihe or
two pat-hand bluffs you help to keep the opponguisssing by
repeating your action when you have a fair hantl whi prob-
ably win on its own. But the important thing to rember is
that all these stratagems are designed to keemppenents
guessing and not to be an integral part of youorétio win.
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The basic objective in poker is still and will reimahe effort
to win as much as possible when you have the lzast.h

You will often hear it said that bluffing dependadely on
the stakes in the game—that you cannot bluff ssbabs in a
low-limit game and that you can bluff successfutlya high-
limit or table stakes game. There is not a greal ttethis.

Perhaps, in a wide-open low-limit game along reddyi poor
players, it is hard to get away with a bluff whémre is per-
haps $15 or $20 in the pot and all you can beRisBiit in a
good game, this does not necessarily apply. A gleger doesn't
want to throw away any chips, no matter how fewe Thathe-
matical considerations that apply to staying in ploé do not
apply to calling a final bet. If there are $20 hetpot and you
can draw cards for $2, you are getting odds ofol@ &nd your
chance of improving is likely to be considerablytéethan that.
But when it comes to calling a final bet, there areodds.
Either the player has what he represents or he'thdfshe has
what he represents, any chips put in the pot aneesn¢hrown
away. The difficulty in bluffing in a good game tisat a good
opponent is all the more likely to read your blaffid call
whether the pot is big or small.

The big-bet bluff does usually win, simply becaltsén't
worth while for a serious player to call it. If ydnet a $50 or
$100 stack to win a $10 or $12 pot, you will getagvwith it
more often than not. The difficulty is that everydur bluffs
are not detected, you are going from time to timeun into a
hand that is good enough to call on its merits modon sus-
picion, and in such cases you are likely to loseklraore than
you pick up in that succession of small pots.

Bluffing in stud poker is different from bluffingnidraw poker,
in one important respect. In stud .poker, your foidist repre-
sent some particular hole card with which you wobkve
played as you did.

A Dbluff in stud poker can be either a planned bloffan
unexpected bluff that develops from the end sitrati

In the planned bluff, the player represents a oerteand
throughout and never deviates from the course hadnoave
followed if he had actually had that hand.

In the unplanned bluff, the player winds up witHoaing
hand but suddenly realizes that he would have dldlye same
way on a different, winning hand. He then betshamigh he
had that winning hand. For example, A has 6 inttbke and
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6-Q-8-A showing; B has king in the hole and J-1&-Khowing.
A bets and B drops. This is a semi-bluff, becausmight ac-
tually have the winning hand (but if he has, he wit get a
call anyway). B is justified in figuring A for anca. If more
than one ace has shown, this bluff may lose; if a& haised
previously, the bluff should not be attempted. IfsBa poor or
a wild player who doesn't do much thinking, thefbhwill
probably lose.

When you are trying to spot another player's blyéf) have
to depend on your judgment of the player more tharany-
thing else; but one principle to keep in mind isthou can't
always trust the man who bets or raises but you rezarly
always trust the man who calls. Suppose you arhi€i man
to speak. A, the first man, bets; B calls. Beforarmying about
beating A, pause to wonder if you can beaHBisn't bluffing.

I will have more to say about bluffing from time tie in
the future. At this point | want to repeat a stagaimthat may
not have received enough notice when | said itfitts¢ time.
You are unlikely to be a winning poker player ifwoaever
bluff. You must bluff from time to time, win or les But when-
ever you bluff, try to win.

Position

Position in poker is a matter of the number of playwho
can still act after you. Playing position is a neatof taking
into consideration what those players may do, leejou decide
what to do yourself.

Position is a mystery to most poker players. Buit rie the
relative value of your hand it is the most impotttning for a
poker player to think about in the game.

In a poker game you will have bad hands, fair harmasl
good hands. The bad hands you will throw away. Vérg good
hands will win for you, but you will not hold theoften. The
winnings on them will be of great importance ontydertain
rare cases in which you will be lucky enough tochalvery
good hand against a hand that is almost as goati, asi four
of a kind against a high full house, and remembat such a
case can go against you as easily as for you. @inehinds
represent the bulk of your winnings and losses,yanal success
in playing the fair hands will depend very largely your under-
standing of position.

Cases constantly arise when you consider youriposit well
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as your hand, but at all times there are two maisitpnal
objects: First, you want to be last to act if pblesiSecond, you
don't want to get caught between two players why have
betting or raising hands. In a close case, you plapg when
your position is good and you drop when your posiiis bad.

Take a case in draw poker in which there will benast three
active players, whom we will call A, B, and C. Ashapened
and B has raised. C should either reraise or dfop.simply
calls, his position is bad. The normal process bdlfor A to
check after the draw, and for B to bet. Now if Glsgaeven
though he may think he has B beaten, he risks dmger that
A can beat him and may even raise back. Howevél, riéraises
before the draw, he makes his position good becaasmally
A and B will check to him after the draw and he ¢eave a
free checkout if he has not improved.

In a similar game, A opens, B and C call, and Beai It
is probable that there will be no players afterirbwhich case
he will have the advantage of being the last takpe

Because it is an advantage to be last, in drawmpohe tries
to avoid opening (betting first) if he can get angalse to do it
for him. The closer the opener is to his left, Hedter his posit
tion will be after the draw. The closer the openerthe last
raiser is to his right, the worse is his positidteathe draw
because the more likely he is to find himself b&twe betting
hand on his right and a doubtful quantity on hif$.le

In stud poker, the player who takes the lead deesifa posi-
tional advantage. The exception is when all thévagblayers
speak before him. For example, A has the high rsrmving
and it seems likely that he will continue to haBeand C are
in the pot. D is the last of the active players. $derifices no
position when he bets or raises, because the tepdbareafter
will be for the other players to check to him arel\kill have
full freedom of action.

Remember that position, important as it is, shaifdct your
play only on hands that are already questionablkeMyou
have the best hand in either draw or stud, youllyshave to
bet it regardless of your position.

Here are some everyday examples of position playndst
draw poker games a player in an early position khealdom
open unless he is so strong that he wants to iavitese so that
he can reraise, and even then he is usually befftéo pass in
a "pass and back in" game. When the opener iswat yoht,
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you ordinarily simply play along on a very strongnid, such as
a pat straight, because you do not want to drive ather
players, yet if you were one of the last men tcakpgu would
raise; in either case, you are playing positiore Thnverse case
is the one in which you hold two fair pairs nexttb@ opener
and raise to drive out other players, on the greuhdt a two-
pair hand is usually the best before the draw buhard to
improve and suffers a sharp diminution of its witpnichances
every time another player comes in; on this hand would
not necessarily raise if you were in a late posijt&o again you
are playing position. Exactly the same, in studgopkvhen you
are next to the high hand snowing you will simpi}l ©r check
and if you are far from the high hand you will &isgain you
are playing position.

A good bluff depends more on position than on atheo
factor. Strangely enough, it is not the usual "ggoakition that
you want for a successful bluff; more often you warhat
would ordinarily be bad position. For example, whkare are
four players in the pot the last player is in gqmabkition for
playing a fair hand but in bad position for bluffinThose other
three players, who checked to him, all have a rightall and
because they all checked none of them is afraidngf of the
others.

The most successful bluff is one that makes thet aasger-
ous opponent think he is "in the middle." He magrttdrop
the only hand that is good enough to call, for feae of the
players after him will be able to beat him. For exéde:

Draw poker, seven players, pass and out. A anddp.dt
opens, D drops, E stays, F raises, G and C stapweraises and
after the draw he stands pat and bets. F is litelgrop a fair
hand because he cannot tell what G and C will dan@ C
are likely to drop against a pat hand anyway.

M oney M anagement

Seasoned poker players will usually assure you thahey
management is at least as important as any othtorfa skill-
ful play. Many of them say that it is the most imjpat single
factor. | am going to start this section with a fgeneral but
absolutely essential statements.

First, the factor of courage. Here | will quoterfra book
by the celebrated card expert, John Crawford, mexhwcould
not possibly say this better:
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"A winning poker player must have a combinationtwb
qualities. They are knowledge and courage.

"The knowledge part is what you can read aboutiokis.
"The factor of courage cannot be taught; but yon'toain
without it. When you get into a poker game, youndrthere to
keep from losing. You're there to win. And to dattlygou must
back your good hands to the limit, and risk youmen when

you think you're right.

"This lack of courage is the reason so many pokaygrs
are at a disadvantage once they start losing. Bireegy another
player bets aggressively, their first reaction e @f fear. They
check when they should bet, and drop when they ldheail,
thus winning too little on their good hands andirigson too
many of their fair hands.

"I have known men who were formerly good poker play
but who lost their courage, either through a redufisancial
position, or family responsibilities, or even a magly inter-
minable losing streak. They promptly changed framodyplay-
ers to poor ones. If the amount of money at stakeghtening
to you, | can only recommend that you appropriateedain
amount of money that you are able to lose and flayy money
as though it were an unlimited supply. If you lasall, quit
the game. While you're playing you'll have a chatcwin."”

That ends the quotation from Crawford and bringsthm
factor of capital. Proprietors of gambling houseedito say that
their principal advantage came from the fact thetstcker
will sit and lose more than he will sit and wint"i$ necessary
to limit your losses. When you are losing you arebpbly an
inferior player anyway; your standards are distbriie your
anxiety to get even. The most widespread of mistakemoney
management is to quit a game when ahead and sitbagt
hours of a futile losers' game when behind.

Figure what your capital is. In any one game, yioousd not
lose more than 5 percent or at the very most 16ep¢rof that
capital. The game selected should be one in whaahn will
get a fair early play for your maximum appropriatigperhaps
one or one and one-half or two stacks, but whenhae lost
that amount you should leave the game. When yowameing,
you should stay as long as you want to or as langaal can
keep on winning. Suppose your capital is $500; stoould play
in a game in which you can probably play an housmon $20
to $30, even if you are holding nothing, but ingase should
you let yourself lose more than
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Having gotten ahead, you should salt away yourtahpnd
play from that point on on the other fellow's monéy the
very least, it is psychologically disturbing to wimup a loser
after having been well ahead; and any psychologieaard
reduces your effectiveness.

Third, always use the same method of money manageme
A method of play is either right or wrong. If theethod isn't
right, you shouldn't adopt it in the first placéitlis right, you
shouldn't deviate simply because you are feelingndin the
dumps on account of your unlucky streak or overeoradive
because you want to hang on to your winnings. Adgate is
this: The first time you find yourself doing somietp midway
of the game that you wouldn't have done on the fiesiyhand,
such as playing when ordinarily you would have ¢exh or
failing to bet or raise or call when ordinarily yewould have
done so, that is a good time to quit the game.afipraising
your game, be honest with yourself.)

Now, as to your money management in a particulanega
You might say that there are two main approachdbdajues-
tion of betting in poker. One type of player likieswait for a
big hand and play it for a killing. He tries to lup the pot
when he is pretty sure he will win it. If he cablild up the
pot, he doesn't particularly care how much he wirte other
type of player looks for a lot of action and playeenever he
thinks he has the odds in his favor. He is in marore pots
than the first type of player and of course he wimse pots
but he invests more going into pots that he doewitit |
don't mean that he plays bad hands, because thamiildn't
win, but he is content with a succession of smatfits.

Since good poker players have followed both lirmdsiously
there is something to be said for each of them. More,
however, depends on the game you are playing.rnre sgames,
you are forced to one line of play or the other.

Take a draw poker game with a low limit and an atery
pot, or a blind opening—say a blind-opening gamevlrich the
dealer antes $1, the next player opens blind fortd next
player raises to $2. It costs you $4 per round fjastit in the
game. In such a game, you cannot be too consezvatou must
be in there every time the odds favor you, evaghsl.

For example, in an eight-handed game a pair of &ckdsely
to be the best hand going in. The best hand gainig mathe-
matically likely to be the best hand in the showdoWw you
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have aces or better, you have to open, even ifsgotifice some
position by doing so, because you have to get fudushare of
the $4 pots that start off every deal. There ae t®asons why
this is forced on you. The cost per round will gati up other-
wise, and the low limit prevents your being badlytheven
when someone has a better hand or draws out on you.

At the opposite side of the problem is the typistald poker
game. Here there is almost never an ante, so there over-
head. You can afford to play them very close, wagitior the
best hand at the table before you bet at all. Assgmou do
not suffer socially, you can sit for an hour with@ver playing
except when you are forced high and must makeitsiebiet.

In a table-stakes game, when the bets are usualyblut
can rise to extremely high levels, you have a ahaoittactics.
It is in such games that players flourish who viaita killing.

The basis of money management is to avoid the totals
cases in which you are tempted to toss in a chifworto see
what would happen, on a hunch, because you aral borebe-
cause you just won a big pot. If a bet is unsourdyures to
lose, and in the course of a long session you lmanwtaway a
frightening amount of money in these occasionakdap Self-
discipline is important to a poker player.

Many players waste away their stacks by failuranticipate
later developments. For example, you are playirg game with
a high ante and low limit, so that you find youfssile to stay
in for $1 or $2 when there is already $10 or $1%him pot. At
the moment it seems very attractive, because yelgatting
7 to 1 or more and you have perhaps a low pair lthatone
chance in four or five to improve to a probable miimg hand.
But if you know your game, you may know that thaygirs are
liberal and that there are going to be two or theeses and re-
raises before it actually comes to a draw. You havedecide in
advance if your hand is good enough to stand thaises. Ob-
viously, on a low pair it isn't good enough and ywave $1 by
getting out fast.

Another thing to remember is that every raise srwtthe
odds. | will give you a simple example based onghme men-
tioned before. You have a $1 ante by the deal&] &lind-
opening by A, and a $2 blind raise by B. If C opénseffect)
by raising to $3, and all the others drop, B camean for $1
and get 7 to 1 on his money. There is $7 in thegat he
need put in only $1. If another player raises tptfid pot goes
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up to $11 but it costs him $2 to stay and now hgeiging only
51/2 to 1. And so on, every time there is a raise.

Some authorities advocate adopting a strict systedhstick-
ing to it. That would be excellent if there werelsla system,
but I'm afraid there isn't. A system can cover igag the times
when you play, you raise, or you drop, but it cawver the
questions of judgment that are bound to arise soonéater—
whether or not to call, whether or not someone ligfibg or
underestimating his hand. You can lose enough Isjudging
these situations to offset the advantages of thiesy.

The most nearly foolproof system | have seen isoite ad-
vocated by the excellent poker writer and playeowirites
under the name of "Jack King." He applies it toleéastakes
stud. If he plays at all, it is because he belidvedas the best
hand at the time, and then he pushes in his esti@ek. If his
appraisal of his hand is correct (as it almost gibvaill be) he
has the best chance of winning. This is a simpdiegtion of
the rule that the best hand going in will probably the best
hand coming out. But there is the social drawbackaf in-
formal game the other players probably won't lilis system);
and possibly they can beat the system anyway dingadnly
when they are pretty sure you have overrated yandh If
they learn to do this, your winning pots are mogianuts and
you can lose back a lot when you go wrong.

Nevertheless, table stakes creates a completdfraiif set of
standards in money management. When circumstameesuah
that you can bet your entire stack, you assure sghuiof a
showdown without further risk or problems, andttier players
have bigger stacks one or more of them may hawirdp out
later on when if he had stayed in he might have@tn you.

| would like to add just one personal comment onneyo
management. Nothing upsets it so much as playitfgemndly
game" in which there are certain players againsirwlyou are
not supposed to do your worst. To make the pergeatavork
correctly, you have to be able to win the maximuhrew you
have a winning hand, no matter whether the playih the
losing hand is your friend or your enemy. It is timeal—worse,
it is considered a form of cheating as bad as stgdke cards
—to enter into collusion with another player toptra third,
therefore you have no compensating gain from yoiendly
agreement. It isn't always possible to avoid suttlaons, but
stay away from them as nearly as you can.
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Card Memory and Analysis

There is less of the drudgery of counting and memaor
poker than in other card games of skill, but unfoately you
will need some counting and memory even in pokegolu
aren't capable of it you can still be a pretty gedayer but
you won't be a master player.

In stud poker, memory of cards is important. Invdizoker,
you don't have to remember many cards but you de ha
analyze the special values of certain cards. Ih lgaimes, you
have to both remember and analyze certain things yhur
opponents have done. | will take these up one ey on

Memory in stud pokeThe stud player simply has to remem-
ber what cards have shown and have been foldecroise
he won't know the chances that a particular oppoheas a
particular hole card. Also, he won't know his owmakce of
improving.

I will give you an oversimplified example. Maybe it wouldn't
happen more than once in a hundred years, bukteledses
happen every day. You have four of a kind. Your apgnt
shows 10-8-7-6, all hearts. If you don't know on'tloeemember
that the nine of hearts showed and folded in amoplteyer's
hand, you don't know you have a cinch hand. Anca asted
card authority once remarked, "You can't remembeard you
didn't see.” So you have to watch everything anderaber
everything. | will explain the practical applicatiof this when
| discuss stud poker.

Analysis in draw poker-rom the cards in your own hand
you can often draw conclusions about opposing haBdspose
you stay against a player who opened, only thedfvgou in
the pot. He draws three cards. You draw three ctod®-
Q-A-K-6. You make three queens. He bets, you réisgrobably
had you beaten with aces or kings going in, but ymiding of
the ace and king reduced his chance of making tbireekind
in either rank and he probably bet on two pairyduur hand
had been Q-Q-8-5-3, you might have called instdadising.

Watching the opponents' playhis is a special knack for
some players, as | said in the section on Psychiplmgt every
player can cultivate the knack if he does so cansty. You
must deliberately say to yourself (silently, of =m), "Joe stayed
against a showing ace when he had a six down gackaup,"
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or, "Joe stayed against two opponents when he haairaof
sixes." If you don't notice and analyze this infatran con-
sciously, you are far less likely to remember it.

In this connection, it is a good idea to insistame of the
universal laws of poker: That every hand in thevedmwn,
whether it wins or loses, must be shown. Though idia uni-
versal rule, it is more honored in the breach thmmhe ob-
servance. In 99% of all cases, one player will $Kyngs up,”
and flash his hand briefly; the other will say, afk good," and
throw his hand away without showing it. | admit ttiyau will
profit from doing the same when it your hand that would
have to be shown; but when it is somebody elseaid,hau can
legally ask to see it and in most games you woakeryourself
unpopular by doing so—especially if you pretendt thau're
just curious.

As | said before, | will have much more to say ba subject
of card memory and analysis when | discuss theiqdar
games, which | will now take up one by one.
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There are many forms of draw poker and | will haoene-
thing to say about several of them, but there afenwaconsid-
erations that apply to every form of draw poker dndlill
discuss those first.

1. The draw.If your object is merely to improve your hand,
there is no question that you are best off makirggrhaximum
draw: that is, three cards when you have a paitworcards
when you have three of a kind.

That does not answer the entire question, howevany
times your object will not be simply to improve yohand.
Perhaps you will need some specific degree of imgrent, and
perhaps it will be more important to deceive thieeotplayers
than to improve your hand.

First, consider the case in which you need someifgpdegree
of improvement. Suppose you know, no matter howat tou
need two very high pairs—preferably aces up—to tmebance
of winning the pot. You have a pair, but it isnigi enough,
even if you catch another pair. Your three unmaichards
include an ace. This is a classic case—should yaw dhree
cards to the pair or should you draw two cardshtogair and
the ace kicker?

If you hold the ace kicker, the odds are only abéub 1
against your getting aces up or better; if you db mold the
ace kicker, the odds are about 51/2 to 1 againstr yo
getting aces up or better. This is onetbé rare cases in
which it pays to hold a kicker. But you have toduate sure that
aces up, specifically, is the hand you want. Esrpften, when
you do make aces up by holding the kicker, youromgmt will
fill his full house and ruin you (this will happealmost
precisely once in twelve times) and your three-cdnmaw will
give you about ten times as good a chance of makmgven
better hand and beating him on those few occasktolsling the
ace kicker is almost the only case | know in whictspecial
draw has a mathematical advantage over the cusfodraw,
and even here | know many good poker players whaldvo
rather draw three cards to the pair and take t&inces on the
many added opportunities to draw a still bettercdhahree of
a kind or a full house or even four of a kind.

Now suppose your purpose is not to improve butdepkthe
opponents guessing. This case arises chiefly wbhanagriginal
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hand is probably better than any hand another phajledraw.
The simplest possible example, but probably thetleaeful,
would arise when you are dealt four of a kind.iglthe least
useful example because it will happen so seldomy) Mave a
choice between drawing one card and standing patr deci-
sion depends entirely upon the betting before ttaavdIf the
betting includes two or three raises, and you thimére are
strong hands out against you, your best chanoe $saind pat.
You will then be figured for a straight, since &rds constitute
well over 50 percent of all the pat hands thatdmalt. A player
who makes a high straight, a flush, or a full howdlé surely
call a bet, will usually stand a raise, and witk thetter hands
will reraise and then call your second raise. Hosvevf you
are up against weak hands before the draw and siavely
raised once, you are better off to draw one caml Will then
get a call on two high pair, a possible raise aedhof a kind,
and tremendous action on a full house, especifiltyis a high
one.

As | said, knowledge of how to play a pat four okiad
isn't going to be of much moment in your practipaker play.
Knowledge of how to draw to three of a kind is gpio be of
tremendous importance.

If there were not so many exceptions (poker beirgme of
infinite variety) | would say flatly that for tactl purposes one
card should always be drawn to three of a kind eWwmugh
mathematics favors the two-card draw. Very seldomyal have
a chance to play three of a kind any differentynirtwo pairs
before the draw. Getting called after the draw ndapend
largely on making the other players think your havels two
pair rather than three of a kind going in. A onedcdraw
represents a special advantage in draw poker, anglayer
who draws one card and is in any kind of good pwsitvill find
the other players checking to him, giving him theximum
opportunity to make the best decision.

The important things to remember about three oina lare
these: Unless you have more than three opponeois, hand
will probably be best at the showdown even if yaurat im-
prove it. While a two-card draw gives you a mucktdrechance
to make four of a kind and a slightly better chabeeshow
some improvement, in most hands it would not maiftgou
drew one card, or two cards, or stood pat, you @atill win.

Therefore the draw to three of a kind is partly attar of
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your individual tactics and your recent historytime game. If
you have not represented the hand too stronglyrédfe draw,
and if you are a player who has been detected ondeice
recently drawing two cards to a pair and a kickBen the
two-card draw will be tactically the best. Your oha of im-
provement is at the maximum and you are likely ¢b cplled
by players who suspect you of bluffing. If you hdaen called
in one or two pat-hand bluffs, that is an admirabitee to stand
pat on three of a kind. They will probably win vttt improve-
ment and you may get a call. But year in, year athout
background, the one-card draw will work out best.

A four-card straight or flush cannot possibly resgnet any
problem. You draw one card. Ninety-nine percenthef times,
two pairs represent no problem either; you drawaard. There
is a very slight exception in the case of two pdiryou have
two pairs that will probably win without improvemte(for
example, against one or two players who have mesented
any great strength before the draw) and if youkttirey might
suspect you of a pat-hand bluff, you might consmtarasionally
standing pat on your two high pairs, which shoutdno lower
than queens up. As a matter of fact, it is gootidado do this
occasionally to give variety to your game and tegkehe op-
ponents guessing both when you have a genuinegrat &nd
when you are trying a pat-hand bluff; but be suréréat this
as a method of bluffing and not as a legitimatehoetof play-
ing poker. Like anything unnatural in poker, it mot win if
employed too often.

Aces occupy a unique place in poker. Against ongoopnt
and often against two, aces have a better-than-ekance to
win unimproved. If you are the last man to speafoteethe
draw, and two other players are in, and you hapaiaof aces,
you might consider simply staying in and drawingearard.
This is especially effective as the aftermath ab v three con-
spicuous cases in which you have drawn to a straigiflush
possibility and have failed to fill. If both thegylers before you
draw three cards, you draw one and bet; you mayagais-
picious call from one of the three-card draws, eidre does
not improve. The odds against your improving acesamne-
card draw is less than 5 to 1 against you, whikeddds are
21/2 to 1 against you even if you drew three caften such a
mathematical disadvantage can be sustained inntkeests of
better tactics.
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Freak draws.ln one sense, these should hardly be worth dis-
cussing. If you have to make a freak draw, you &hduhave
been in there in the first place. Neverthelessasions do arise
(some of them legitimately) when you have to makieeak
draw, and the following general advice can be given

A five-card draw is incredible, even when (as inngn&lind-
opening games) you got 7 to 1 odds to go in against op-
ponent.

It is better to draw four to an ace, if the ruldsttee game
permit a four-card draw, than to draw three to e&-king.

It is better to draw two cards to three cards iquemce if A-
K-Q, or K-Q-J, or Q-J-10, than to draw two cardsatpossible
flush such as J-8-7 of diamonds. One of the pdgskiis that
you will make one high pair or two pairs and thlaey will
win, while the chances of making the actual straighflush
are almost too remote to be considered.

The draw of one card to an inside straight is atnabsays
wrong. The odds against making it are almost 11.tBew are
the hands that do not offer at least as good oddsaking a
single high pair or two pairs if you simply throway all the
unlikely cards and draw four cards to the highesticor three
cards to some freak combination such as a kingjaaidof the
same suit. The inside straight is justly notorianspoker.
Almost the only case in which you draw one cardmoinside
straight is the case in which you hold somethikg B-8-6-5 or
lower and know that even pairing your high card$l wot
give you a chance to win. Even so, you can draw éauds to
your highest card and have a I-in-12 chance to ntakepair
or better—the same chance you have when you dracard
to an inside straight.

In the closing pages of this book are tables ofntla¢ghemat-
ical odds that tell your exact chances on mostheké¢ com-
binations.

| have paid no attention here to the question @wdng
when there is a wild card in the game, such astigeor the
joker, because all such cases will be taken upra¢gls.

2. The strength of your handhe first thing to remember in
draw poker, and in nearly any poker game, is thathbest hand
going in is usually the best hand coming out. Th&trthing
to remember is that the more players who stay agd#ire best
hand, the fewer pots it will win but the more morieyill win.
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The sole exception to this is the case of two laivy) a special
hand that | will discuss separately.

The strength of your hand in draw poker dependiseiynton
the number of players who have not dropped.

This has proved to be a difficult concept for maroker
players and | will try to explain it in this way: dthematicians
have worked out the hand that is likely to be highie a game
of any given number of players, for example eiglatyers, or
four players, or only two players. When a playefiol® you has
dropped out, from the mathematical standpoint yaun forget
that he was ever in the game. Consider only thgepdawho are
yet to speak. As a simple example, in an eight-edrghme of
draw poker it takes two aces to have a better-ttv@nage chance
of being the high hand; but if you are the sevanéin, and the
first six have already dropped, and you have ohby ¢ighth
man to contend with, the mathematics of the siuabecome
precisely the same as if you were playing in a handed game
and the first six players had never existed. Int twse, two
deuces or an A-K high will have a better-than-eebance of
being the high hand.

If you have absorbed that, you can follow the tatdéow,
which tells what you have to have to have a go@hch against
any given number of players who are yet to be h&am:

Number of Plavers Hand with Better than
Yet to Speak 50% Chance of Being
6 or i 2 Aces

5 2 Kings

4 2 Queen

3 2 Ten:

2 2 Eight:

1 2 Deuces or A-K high

In certain games, in which the overhead is highefgsained
in the section on "Money Management"), you must endie
opening bet on such a hand to give yourself a béfimn-
average chance to win in the game. In games inhnihie over-
head is low, you can afford to be more conservafived
winning players usually are somewhat more conses)atfor
example, you can refuse to open in any but thethase posi-
tions on anything less than aces, and you can eefu®pen
in the last three positions on anything less thaeegs. | do
that myself, except in a jackpots game, in whie¥ill open in
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last or next-to-last position on the minimum ofka@and take
my chances on the possibility that some earlieygrlavas sand-
bagging. If | do open on jacks and an earlier plastays and
draws three cards, | tend to draw one card andr&gtesenting
two pair and trusting that my opponent will not bahe acu-
men to raise me and force me to drop if he doesmptove.

If he raises me and | have not improved, | usudiyp. | may
lose to a bluff occasionally, but | more than makep in the

cases in which | actually did have my two pair dredter hand
and can legitimately call his bluff.

Every mathematical figure in poker must be modifigdlater
information. The mathematicians work on the basisvin as
a priori (meaning before the expected event has actually hap
pened). Most of poker would be termed by mathenaatica
posteriori (meaning that the calculations are made when actual
information is already available). If you are ttastl hand in a
seven-man game and the third man has opened arfiftthe
man has stayed and the others have dropped, youkmus (if
the game is reasonably strong) that there is &t lagpair of
kings out against you. You will not stay on lesartliwo aces
or two low pairs, in spite of any number of mathéoa tables
that tell you that two eights stand a chance to against two
opponents. However, in a wide-open game in whighlager
cannot bear to throw away a pair of tens or a ftush, you
may choose to stay on a little less.

In a good game, no one bets against a one-card ditdw
less than three of a kind or aces up, and if the-card draw
bets or raises, no one raises it without a fluSithé one-card
draw reraises, he filled at least an A-Q or A-Ksfluand a pos-
sible full house, and his raise cannot be reraiggtout at
least jacks or queens full. The profits in pokemeofrom get-
ting a call when you have a slightly better handnthyour
opponent; they are dissipated chiefly by the oarasi chip
thrown away in staying on a losing hand or callarga doubt-
ful hand, but they can be as easily dissipated,ranch faster,
by giving a very strong hand a chance to raiseeasise and
then calling.

Here so much depends on appraising your opponahittis
hard to generalize. A poor player will become ovemthusiastic
when he has a good hand; he will become almoststraneable
when he has made that good hand by drawing te ifpaex-
ample when he draws to four diamonds headed bytleen
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and catches another diamond. It might be the bg@er of
valor merely to call him on a low full house, btitwould be
stupid to drop a low full house or an A-Q flush lois second
raise, on the grounds that an intelligent playeulddhave been
fearful even of calling on his hand. A very goodygr, however,
when he raises the bet of a hand that represemiedairs
going in and drew one card, should not be calledess than
jacks or queens full. Against such a player, theitebe a net
gain in the long run by throwing away a straight.

| would say that when there is action in the pbere are
three hands worth staying on: Two aces, but no tqveer; if
the aces improve, they have an excellent chanteiofy high.
A straight or flush draw if the pot offers substally more than
the odds against filling—that is, 6 or 7 to 1, gaiast the 4- or 5-
to-l odds against filling. And, third, a good hagaing in— no
less than queens up or a low three of a kind. Aetopair than
aces, and especially two low pairs, are candidatethe trash
can.

3. The play of two pairSome authorities have said that 90
percent of one's winnings or losses in poker caattrédbuted
to the play of two low pairs (no higher than teny.urhis is
undoubtedly an exaggeration, but it serves to esiphan im-
portant point.

The basic principle governing the play of two p@irthis:
Before the draw, the odds are nearly 2 to 1 (in drayv game)
that any two pair will be the highest hand. But tuls are 11
to 1 against improving.

Mathematically, two low pairs have a better-thaerage
chance of standing up (without improvement) agaorst or
two opponents; they stand to lose if three or mmpponents
are in the pot. Queens up is the lowest hand thads to win
against three opponents, and aces up against fiqponents.
This takes into consideration the chance, one glvey of im-
proving the two pairs you are dealt.

From this knowledge has been derived a generalthalehas
almost become a poker precept: If you have two, paise at
once, so as to drive out as many as possible afttiex players.

It is true that a raise tends to drive other playaut and that
you want other players driven out when you have tow
pairs. Nevertheless, the rule is faulty. You shordtse only
when you are the second man (the one next to tlemean.
You should merely stay when two players are inteefou. You
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should drop two low pairs when there are three gisyn be-
fore you. When | say two low pairs, | mean in ttése anything
less than queens up. | am also assuming that this pdéfering

you no more than 6 to 1. With two low pairs agaitiatee

preceding players, in a reasonably tight gameptids are bet-
ter than 2 to 1 that one of them will improve arshbyou

even if none of them has you beaten going in—andeRrpe-

rience is that one of them probably has you beatsng in,

because there simply aren't enough high pairs areargive

each of three intelligent players a high pair tvauld justify

his playing.

Taking the other side of the medal, much moneyos by
failure to back two low pairs strongly enough aggione or two
players who drew three cards. If you have creatatdin their
minds by an occasional unsound one-card draw df, lalnod if
you have stayed after both are in, a one-card dnagva bet
may get a call from a hand that did not improve.ewhwo
opponents draw three cards each, it is better tham that
neither of them improved, and when you have a b¢fian-
even shot and can get a call from an unimprovedhgau
have a good bet. But if you are known as a man wald not
play "on the come" in second position, or if itkisown that
you would not open on a mere possibility, or if yate in a
jackpots game in which you could not legally do do,not bet;
no one will call unless he can beat you. You havée the
third man to speak.

In playing two pair, the thing to watch out for efly is the
case in which the opponent will not call unlessrhproved and
can beat you if he did. For example, you open om pair and
draw one card. One player stays against you andsdthree
cards. If you do not improve, a bet is futile. Heoks you
would not have opened on less than two pair, andiienot
call unless he has improved and has at least twohpaself.
Against a good player, betting out on the openiagdin
such a position leaves you wide open to a rerawbech can
be a very successful bluff if your opponent has Yigured
correctly.

Two low pairs should seldom be opened in a "pasisbatk
in" game. The absence of high cards in the handemakmore
likely that another player will have a high pairdawill open;
and of all hands, two pair is the hand on which yeant if
possible to be the last to speak. Queens up oelbetay be
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opened, and should be opened if the overhead Is dng the
antes are worth grabbing, but many good playerplgimio not
open on any two-pair hand under aces up if theyeardier
than fourth from the dealer.

In a "pass and out" game, you must open on anypsip
in any position. Your hand figures to be the bestuad the
table and you cannot afford to toss in the bestlhdnst re-
member to be oh, so careful in playing them aftedw&xcept
in a wild game in which players raise on singlerpaind four-
flushes, no two pair lower than kings up can standise.

Why do | establish queens up as the minimum for 'tigh"
pairs? Because in most games | have observed plapening
on jacks and staying on queens. If one of theseshdmws a
second pair, you will want to have a chance.

I will summarize the play of two pair in the aveeadraw
game. In a "pass and out" game, open. Next to gener,
raise. Separated by more than one active player fn@ opener,
never raise and consider (depending on the gamejheh or
not you should drop. Do not stand a raise in arsg ¢a which
three players are in the pot ahead of you, andatstand a
raise on less than jacks up unless the raise wake rog the
player next to the opener.

Play of three of a kindn a game of draw poker, any three
of a kind figure to be best before the draw foumds out of
five. The advantage of three of a kind is that thély usually
win without improvement and if improved they maynva big
pot. The disadvantage of three of a kind is thatdtlds are at
best (with a two-card draw) about 81/2 to 1 agaimgiroving,
and since three of a kind can be played strongfpreethe
draw, the loss is heavy whenever another playervsi@ut on
you. A low three of a kind are not worth bettingtéa the
draw) against more than two three-card draws omaganore
than one one-card draw.

For this reason, a low three of a kind (lower thems) should
be played before the draw about the same as two [égrs.
Raise fast, drive out other players, limit the nembf other
players who will draw against you.

I have discussed the draw to three of a kind elsesytbut to
repeat, a hand that is opened on a low three dfichd&nd has
not been raised should usually draw one card ahdHzewill
get calls from two high pairs, and he is likelydet a call
rather than a raise from a straight or flush thes filled, for
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DRAWING

Draw one—do not split Draw one—split openers Draw one—but do not

two pairs unless you only to draw to a  split openers to diaw

know an opponent has straight flush. a straight or flush.
two higher pairs.

DEUCESWILD

Deuces wild—draw two to the A-A-2  Deuces wild—distthe six of hearts
unless there have been several raises, and draveanmeto the straight
in which case draw one to a royal flushsH or straight possibility,
flush.

POKER WITH THE BUG

The joker is the bug—draw three cards  The jikére bug—draw two cards
to bug and ace. to bug, ace, jack.
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POKERWITH THE BUG

The joker is the bug—usually drawThejoker is the bug—usually draw
one to the two pair. two to the bug and pair.

Having opened, draw three. If an- Having ogkrdraw one. (In Blind
other player opened, draw one. Opening, againsbppenent, draw

three.)

OPENING

Open; the chance of a higher pairis  Passssrdealer or next to dealer;
reduced by the A-K holding. someone else shoulshope
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fear he too has filled (a full house) and can réiaek.

A hand with a low three of a kind that has beesedibefore
the draw and has not raised back (and usually thoees should
not raise back) will do best to draw two cardsklab his draw,
and bet. This is especially true if the raiser dave card. The
raiser may call on two high pairs, and he may &gilnve opener
to have drawn to a pair and an ace kicker.

Three of a kind from jacks to aces are worth aiserbefore
the draw. Having reraised, the hand almost mustvdro
cards, for maximum chance of improvement. Howetles, ac-
tion here is affected by position and the drawydfi are last
to draw and speak with high threes, and if youwgreagainst
two two-card draws or one two-card and one one-dead/, you
might do worse than to draw one card and checkergtounds
that you might as readily have raised back withsagge. You
might then get a bet against you on any threetaling raised,
you draw two cards and check, no one is going tarite you
(unless he can beat you); if you bet, low threaxbably will
not call.

With high threes (at least queens, preferably kiogaces)
it may pay merely to call against two opponent®oly one.
You draw one card. The raiser will probably bebigbu.

However, in a "pass and back in" game, any threa kihd
make a good pass as first or second player afeerdtaler.
Usually, nothing is lost except the antes if nobogens. Your
position after the draw is bound to be best, beeaus will
be the last player from the opener to speak. Yot lzan auto-
matic raise if two or three players come in. Youn adoose
instead to have an excellent positional advantigkeirre are
more than three players in: You refuse to raisaywdone card,
and can be figured by every other player for a ipdesstraight
or flush draw (because there was so much monehénpbt
before you came in). This will give you a big pdten you hit
a full and one or two players before you improvieéayill often
get you a call when you bet as last man, since petirmight
be on a busted straight or flush draw; and youimdta@edom
to get out without further cost if there is muchiat before the
betting reaches you.

With three of a kind it is most important not tadi yourself
in the middle when the opener is on your right #mere are
one or more one-card draws on your left. Much &f tioney
lost on three of a kind can be attributed to bettim such a
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case. In bad position, you can only check threa kihd. A bet
is futile because the one-card draws have eithsteduand will
drop, or have filled and will call or raise and war will bluff
and put you in a most uncomfortable position.

There is a further reason why it pays to checlkheathan
bet, when you hold threes in a bad position (wittiva players
both to your left and to your right). If you chetkthat posi-
tion, there will often be a showdown and you wilknt up
with three of a kind that obviously you had all rdo Your
opponents will remember this and you will save gelirsome
problems when you have two pairs and wouldn't kmdwether
or not to call a speculative bet.

4."Don't bet into a one-card draw.This is the most useful
and yet the most costly of all poker precepts.dfi mever bet
into a one-card draw, you are unlikely to be a veinim a
tight poker game. Yet betting into a one-card dravhe most
dangerous thing you can do in poker. The decisiasto be
a matter of discrimination and reconstruction a tipponent's
probable hand.

Before deciding whether to bet or check (if pered)t con-
sider the hand the opponent is most likely to hdldis must
necessarily depend upon your appraisal of the oppiprout
your appraisal can be a rough one—he is known ta b&d
and gambling player, or he is known to be a constve
player. Strangely enough, you are safer betting the con-
servative player than into the gambling playewyati have two
high pairs or better. Against the conservative @lagces up and
three of a kind are often equivalent; he didn'y sia less than
two pairs, and either of your possible hands wdhbhim if
he calls. Against the gambling player, aces up thnele of a
kind are still equivalent. He may have drawn totraight or
flush, and if he hit he can beat you and if he dide will
throw his hand away. The moral is nevertheless appa
Against the conservative player, you can make mdyeletting
because you may get a call on a fair hand. Agémesgambling
player, you can't make money by betting becausedreét call
if he missed, and he will raise if he hit.

Therefore, a bet into a one-card draw is probabstified
against one or two opponents who probably stayedaamd
hands; it is not justified against a player whavikl and might
have stayed on anything, or against a player wagest when
there was already five or six times as much ingbeas he
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had to put in and who might therefore have gonenm
straight or flush possibility.

JACKPOTS (Jacks Or Better To Open)

This game has several unique features. First, thesgdom
offers more than 2 to 1 odds in the early stageshé classic
game, there are eight players, each antes a quarstart the
pot with $2, and the limit is $1 before the draw, &ter the
draw (or any ante, first limit and second limit portionate to
those figures). Unless at least three players rafgefore you
and no one has raised, you must throw away alldilattraights
and four flushes. Since you know that the maximwmdis
a pair of jacks, you can play no less than kingsea®nd man
and need at least aces thereafter. The game iflyuslagyed by
casual and unknowing players who stick around \aitly low
pair and often with less, but if the game is plagediously
there is little action and it is chiefly a gamevediting for the
big pot. After all, you will figure to hold a haras good as
aces only once in six or seven deals.

The average winning hand after the draw is jacks up

Jackpots is a game for sandbagging. You shouldselpen
if you are earlier than fifth man, and then you sldohave
kings; only the sixth or seventh man can dare apefacks or
queens. It is almost incredible that a man in fosstsecond
position can gain by opening, because with a faimch(up to
kings) he is likely to be beaten before the drawl aith a
better hand he will do better by waiting for someaise to
open and then raising if there are not too manyegxs (or,
in a wide-open game, even if there are). Three kiha or a pat
straight are a good pass in the first three pasitidf no one
opens, don't grieve; probably your maximum gain chave
been the antes if you had opened, and you arerbefftén
the long run waiting for big action on good hands.

The foregoing assumes the usual rules—that theevdagts
first. Therefore the opener automatically endowsndgalf with
the worst position, and the player who checks leefoe opener
and then comes back in will have good position.wik act
last or nearly last.

| give you the record of a game in one of Califarsibest
legal clubs, playing jackpots, simply to show toaivtlengths
experienced players will go to avoid being the agen

Jackpots; eight players; pass and back in. A (JWas$h checks;
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B (Q-Q-Q-6-6) checks; C (worthless) checks; D @8-3) checks;
E (A-A-A-A-2) checks; F and G (both worthless) dke, dealer
(Q-Q-J-7-4) opens. A drops, B raises, C drops,ifes E stays,
F, G, H drop. B raises, D stays, E raises. B raiBestays, E
raises. B raises, D stays, E raises, B and D $tayhand im-
proves; B and D check, E bets, B calls, D dropsiiis.

It is noteworthy that not only the second player vBth a
pat full, and the fourth player, D, with three rsneefused to
open, but even that the fifth player, E, with fages dealt to
him, refused to open. The dealer, H, was justifretrying to
steal the ante on his pair of queens, and he waswise to
drop when he saw what the situation was. Probabbtdyed
a bit longer than he would have if he had read dibeation
correctly, but most players would have done as ikde The
hero of the hand was the fifth player, E, who waliing to let
his four aces pass without profit if he could natka a killing
on them. Mathematically, there was as much chamaethere
would be openers after him as that there were sayghrs
before him. This was a celebrated hand becausgdhevas
relatively so large and the play was so unusualeNbeless it
is an example of the tactics used by many of thet maccessful
players in jackpots.

The disadvantage of opening and the advisabilitplaying
for the killing are if anything intensified whenjackpots game
is played with table stakes, as it often is. Inhsacgame the
ultimate bet can be very large and the advisabditplaying
for the big pot is even greater.

| have played more in a jackpots game of draw pakithn
high stakes or table stakes than in any other game my ad-
vice to a player in such a game is as follows: Danrry about
the quarters that roll away round after round; thél not
affect your winnings materially, even if the stakee high and
they happen to be dollars. Don't grieve when youeha big
pat hand, choose not to open, and see the handdpast you
wouldn't have won much anyway. These are normadraazof
the game. There are many games in which the avqrapes
$3 or $4 and the extraordinary pot is $40 or mévdew of
those big pots in the course of a long sessionmalke a player
a winner regardless of his results on the othes.pot

But remember (as | said in the section on Money af@n
ment) that this approach is mathematically unsowhén the
overhead is high.
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STRAIGHT DRAW POKER

This is the game in which you can open on anytling in
each turn you must bet or drop ("pass and out"edah turn
you must at least chip along, where in a jackpameg you
could check free.

Much depends on the relative value of a white ctiife
chip of lowest value; it may be blue). Some playmizgke the
white chip of nominal value only—say ten cents, whige limit
is $1 before the draw and $2 after, and when thigewdhip is
seldom bet except for perfunctory purposes. Frooh ggames
came the entire present custom of checking free;"white
check" was worth so little that it seemed hardlyrttvavhile to
keep a stack of them and bother to put them in.

But in the usual pass-and-out game, the white ishiprenty-
five cents when the limit is $1 and $2. Also, itlsames there
is usually an ante by each player of one white,chifich in an
eight-hand game creates a pot of $2 before thelfats In such
a game the overhead is high ($2 per round) angldyer must
look for action on small pots as well as big oreesptherwise
the overhead will ruin him.

To maintain your chance of getting action on yair hands,
you have to toss in your white chip. Yet there ardeast two
reasons for being conservative. First, the whit@klo mount
up. Second, if you are the first to toss in youitevchip, tech-
nically you become the opener and have bad posiftar the
draw.

One thing many players tend to forget in an "opanaay-
thing" game is that although jacks or better arerequired to
open, there are going to be just as many good hamdsd the
table as there are in a jackpots game. At the #gtarpot may
seem to offer you 7- or 8-to-l odds on your whitdp; but
before the betting is finished it is very likelyathsomeone will
make the full bet of $1 and very likely someonel vaise, and
it will cost you just as much as it would have cwsjackpots.
If you wouldn't have opened or stayed in jackpatjally you
shouldn't open or stay in this game. However, tlaree some
important exceptions.

For example, in the early positions you should tosgour
white chip with an open-end straight or a fourflu®therwise,
it is usually unwise to play without a high paiings or better;
many successful players say queens or better)faqurse, a
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better hand. With a really strong hand, one on lwigiou might
have sandbagged by passing in a jackpots game ugually
best merely to chip along in this game, awaitingiea@ction in
the betting and then raising when it comes bacgkoin

One important difference between this game andpjaiskis
that you can play percentages in late positiongne¥ you
wouldn't have had openers in jackpots. | will repha hands
it takes to have a better than even chance todgaten num-
ber of players who have not yet been heard from:

HAND REQUIRED TO BEAT

Any pair 1 opponent

Eights 2 opponents

Jacks 3 opponents

Kings 4 opponents

Aces 5, 6, or 7 opponents

That is, if you are next-to-last man—only the degiet to be
heard from, the other players being out—you canentbk limit
bet with any pair; if you are third from the enduw pair
should be at least eights; if you are fourth frame &nd, it
should be at least jacks; and so on.

However, there is more theory than practical vatusuch a
table. Usually one or more of the early playerd have put in
their white chips and you cannot be sure whethey Hre weak
or strong. Especially you must watch the positibtthe players
who are in ahead of you. If the first or second rfrem the
dealer have chipped along, it doesn't mean a thhmgy may
have anything. If the fourth or fifth man has mgrehipped,
he probably does not have a very strong hand. Hddnarob-
ably have bet the limit if he had had a good hand.

In late positions you can't afford to let the firsund go by
with nothing but white chips in there. From abdu tfourth
man on, and certainly no later than the fifth mgm, should
almost invariably make the maximum bet if you haees or
two pairs—any hand that figures to be high befdre draw.
Every now and then you will merely chip along ormtsa hand,
either because you have reason to believe thegeiig to be
action later or for the purpose of mixing up yowane and
keeping the other players guessing. Such casesdsheuware.

Both the nature of this game and human nature wole that
there are many more draws to straights and fluthess there
are in any other form of draw poker. In jackpotslayer will
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(or at least should) throw away a straight or fldshw without
hesitation when he is first or second man fromdpener; he
does not yet know how big the pot will be and istsatcoo much
to come in. In this game, however, it costs onlshi, the pot
already offers him excellent odds for that one chipd he can
make his final decision later.

At that later time, he must chiefly consider twintfs: First,
the size of the pot; second, his position. If apiewf players
have merely chipped after him, they may be waitimgaise
and the price of his entry will go up. In such aede should
pocket his one-chip loss and get out. When no @reraise
after him, he should stay if the pot gives him 5lLtor better.

The opener's position is not too bad. If he fillg, can judge
from the draws whether to bet out or merely chid amit. If
he does decide to chip and wait, at least he &ilehheard from
every player before his time comes again. A plagan be
seriously embarrassed when the opener is at Hi$ aigd bets,
because he may be in the middle of a couple ofn@isands
and lose a lot of money instead of settling eady tiis one
white chip.

BLIND OPENING

Of all forms of draw poker, this is one in whichist most
important to play sheer percentages. | mentionédrégpage
34) that you cannot afford to sit back and waitdokilling or
a cinch in this game, because the overhead perdrisiso
high. When you have a better-than-even chancerpywsu must
be in there.

Although the blind-opening game was created to tadthe
amount of action, the game should actually be plagaite
conservatively because the average bet is so ham. taking a
typical game in which dealer antes $1, next playsns blind
for $1, next player raises blind to $2, limit sl before the
draw and $2 after. There are $4 in the pot, bubsts at least
$2 to come in (and usually the automatic first ised raise to
$3) so that the first man in is getting at most2ltfor his
money and usually only 4 to 3—little better thare®wmoney.
He has to have a pretty good hand to do this. Tisé three
men aren't going to have merely a straight or flpshsibility;
they are going to have very high pairs or bettdrc@urse this
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game is necessarily pass and out, because theapatlfeady
been opened, so you can always figure how manyeagfter
you are still alive and dangerous. In counting pieyers yet
to speak you must, of course, count the blind opamne the
blind raiser; but they were forced to bet, and lutméy have
taken voluntary action you do not figure their hand average
any higher than those of any other players who meiéeen

heard from.

The following tables will tell you what you shoutdve to
make the first call or raise (when you are thetfplayer to
speak, which means a bet of $2 or $3), and to stayhen
someone else has bet.

Blind opening; eight players; dealer (G) antes&bpens for
$1, B raises to $2.

PLAYER SHOULD CALL ($2) SHOUL D RAISE ($3)
C Kings Aces
D Kings Aces
E Queens Kings
F Tens Queens
G Eights Tens
A Ace-high ($1) Tens ($2)

A, of course, is in a special position becauselteady has $1
in there and is getting 4 to 1 from that pot if merely calls.
Players Ahead of You
Who Have Come in

(not including If Gamels

or Blind Raiser)  Conservative If GamelsLiberal
1 Kings Queens
2 Two low pairt Aces
3 Queens u Two low pairs
4 Kinas ur Tens up
5 Aces up Queens up
6 Three Threes Kings up

The play of straights and flushes is very importanthis
game. You will note that player A (the blind opénexhen
everyone except the blind raiser has dropped, shoot draw
to an open-end straight or to a four-flush. The igadffering
only 4 to 1 and for such a draw you should hawe b ¢r better.

Because this game may tend otherwise to become rdatty
groups seek to enliven it by the introduction obtar more
of the special hands—dogs, cats or tigers, skettsin playing
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such hands, you simply count the number of cards will
give you a straight or better, subtract that nunilben 47, and
know the odds against you. Though such a handusillally
win if you fill, you should still require substaaliy higher odds
from the pot than the odds against you.

Here is an example of figuring those odds: You @eying
dogs (the big dog being ace to nine with no pairpeat a
straight but lose to a flush. Your hand is Q-J-1OFBere are
twelve cards that will give you a straight or bettehe four
aces, any of which will give you a big dog; the fkings and
the four eights, any of which will give you a styffat. This is a
twelve-timer; you subtract 12 from 47 and find thia¢ odds
against you are 35 to 12, or almost exactly 3 téf the pot
offers you 4 to 1 or better, you can afford to drasuch a
hand. Against one opponent this is a good drawngtadds
because any one of twelve other cards will pair gad any
pair you make has a chance to win. | do not adrasging on
such a hand, or on nearly any hand that must beowea to
win, because every raise shortens the odds offeyatie pot.

Sometimes, when you are playing the special hathdsin-
side straight comes into its own—the only time e game of
poker in which it does. For example, if you areyphg both
dogs and tigers, K-J-10-9 gives you the same twabgortunities
as does K-Q-J-10. Except when these special haedplayed,
there is almost no conceivable case in poker ircvhiis wise
to draw to an inside straight.

One of the most frequent and therefore one of thetrm-
portant situations in a blind-opening game concdhesplay of
player B (the blind raiser) when one other playas haised
and everyone else has dropped. There were $4 ipaherigi-
nally; the raiser put in $3, making $7; and plaecan stay
in for $1, getting 7 to 1 for his money. Attracteg such odds,
most players stay on almost anything. In fact, eiefairly
good games it is not unusual to see a player tosssi dollar
and draw five cards.

You will note that the odds offered by the pot,071t justify
drawing one card to a four-flush or an open-endedight,
where the odds are 4 or 5 to 1 against filling;ytlaee still
against drawing to an inside straight, where thésaate 11 to 1
against filling; they justify drawing four cards &m ace. Draw-
ing four to an ace is very slightly better thanwireg three to
an A-K of different suits; about the same as draythree cards
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to A-K of the same suit; and considerably bettemtidrawing
two cards to a three-card flush possibility, a ¢hcard open-
ended straight possibility, or even a three-cardight pos-
sibility.

In general, even the 7 to 1 odds justify drawindyomhen
you have an ace; or a K-Q of the same suit (to takeantage
of certain freak draws); or three cards in sequernciwer than
10-9-8 (so that if you pair one of your cards yail still have
a fair chance to win against an unimproved hand)thoee
cards of the same suit of which at least two candsten or
higher. In the long run, very little will be lost you do not
even pay your dollar to draw to less than an aca low pair,
but of course it is fun to be in there drawing.

LOWBALL

This is a very new game, as poker games go; ibismuch
more than thirty years old. Its success has beengrhenal in
some districts; in the legal games of Californteere is prob-
ably as much lowball played as regular poker. Theeg has
enriched the language of poker with many new terfie best
hand is a bicycle, or wheel. A relatively good haridts kind
is "smooth” and a relatively bad hand of its kimndrough."”
For example, 9-8-6-3-2 is "a rough nine,” while-8-8-2 is "a
smooth nine." Lowball introduced the novelties thae is low
rather than high, and that straights and flushesatccount.

There are a few generalities worth stating. A sthauhe is
the average winning hand. One-card draws are conandrare
mathematically sound; two-card draws are almostasmon
and are almost never mathematically sound.

There is much semi-bluffing in this game. By a séinif |
mean a bet on a hand that doesn't figure to be ihigjie other
players have what they represented, but that mayesihem
out and may even be high. A jack or a rough tewasth an
opening bet against two one-card draws as a seiffi-itl may
prove to be the actual low hand and still get datla suspicion.
It may scare out an equivalent hand drawn by onthefop-
ponents. Nevertheless, it must be classed as &dnidfis not
the kind of bet to make regularly.

A pat eight is worth a raise before the draw; aegeig¢ worth
a bet after the draw. A bicycle or wheel occursyatiout once
in four hundred hands unless the bug is used, ilthvbase
it will occur three or four times as often. Genbralpeaking, a
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six-high hand is worth two or three raises (depegdin how
smooth it is) and one can discount the possiboityunning
into a wheel until the third raise.

As | said before, lowball is a game of one-cardndraGen-
erally speaking, one should not draw to less thare@ht.
Lowball is almost always played pass and out befoesdraw,
check free after the draw. Half the time you wilid yourself
in bad position (one of the first three men aftex tdealer) and
you will have to make a decision without informatias to
what the other players can do. In such cases, timémum
opening hand is a smooth nine pat, any eight pea, @ane-card
draw to a six. Any of these hands plus a one-caedvdo a
seven is worth a play when someone else has opé@&hedpat
eight is worth a raise. If the pot has been opesred raised
before it comes to you, and there are two or tiplegers to
speak after you, the minimum hand on which you shaetay
is a one-card draw to any seven.

Drawing is determined largely by position. You shkibnot
stay in when you have a difficult decision to makedrawing
and when you must draw cards before most of thergitayers
have been heard from. For example, 9-6-3-2-A ima fand to
hold in late position, a difficult hand in early giton. The
hand may win pat. However, if there are two raisefore the
draw you will assume that it cannot win pat and ypaust draw
one card to your six, and even if there is oneerdisfore the
draw you have at best a doubtful quantity if yoaypthe hand
pat. Therefore, while you must open on the hand, go not
stand the two raises if you have opened. In agasition you
can stand the two raises, because the two raisedraw before
you and if they are both one-card draws (becausey mkayers
do raise on a one-card draw to a six or even a #mseven)
you can stand pat and have a better than even ehanwin-
ning.

It is important to remember that the average hafter a
draw of one card (regardless of what you are drgwa) is ten
high. This hand will not win the average pot. ltaisout 314
to 1 that you will not have, after the draw, a hasdlow as
your highest card going in. That is, if you drawearard to a 7-
5-3-2itis 3/, to 1 against your winding up with a seven.

There is another consideration that makes lowhzbhtely
unique among poker games. In every other form dfepothe
more players there are in the pot the better oddsaye offered
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and the greater is the incentive to stay in, drawds, and try
to improve. But in lowball, the more players thare in the pot,
the worse your chance of improving. Counting the as a low
card, there are in the pack only 28 cards sevdavezer. If you

have a legitimate stay on the come, you have fduthose

cards. Every intelligent player who is also in mbave at least
three or probably four of those cards, plus ondwar of the

next-higher cards—nines and eights—that might makeand
playable. This little-considered fact upsets mdsthe odds that
have been published for lowball. If four other ey are in
ahead of you, and you need a one-card draw, the ads al-
most 2 to 1 that you will be painted. (In the péaukermi-

nology of lowball, this means that you will drawface card.)’
With four other players in the pot, the odds ar¢ 32 to 1

against improving but as high as 5 to 1 againsravipg.

Conversely, the more players stay against youbétir your
pat 8 or your smooth 9 pat becomes, because theevane their
chances for improving so as to beat you.

Such figures are never the final guide in pokeru Yioust not
only wait to see what those other players, haviragvd, will do,
you must also then judge the possibility that they bluffing.
This depends upon a knowledge of the players amaxiercise
of observation in the game. Nevertheless, thesergeoonsid-
erations may often make the difference betweennaing player
and a losing one.

The Bug

Since lowball is usually played with the bug, anldes forms
of draw poker are often played with the bug (wdshe Missis-
sippi, at least) | will digress now to discuss sgleconsiderations
applying to any game in which the bug is used.

You know, of course, that the bug is the joker; bu$ not
the joker as an unrestricted wild card. The jokefireed as the
bug can be used only as an extra ace or to fitraight or a
flush.

In lowball, in which the ace is the lowest cardtéasl of the
highest, and in which straights and flushes docoont, the bug
occupies a unique position. If there is no acehm hand, the
bug is simply the ace, the lowest card. If thera igatural ace
in the hand, the bug never pairs that ace. It simghks as the
missing card next higher than the ace. Therefoeehidind 5-
4-3-2-A (natural cards) cannot be beaten by thel [5a8-2-A-
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bug. These hands only tie. But a hand 6-5-3-2-A lafle to a
hand 6-4-3-bug-A, because the bug can be desigrestdtie
missing deuce.

In regular poker, the bug plays a less complicged. Its
rank is never in question. It is simply an ace. ldwoer, it does
not pair an ace in the same hand if it can be tsadake a
flush or straight. The ace-bug-7-6-3, all the ratwards being
diamonds, are not a pair of aces but a flush, anthérmore
they are a double-ace-high flush and will beat A-&-3 of clubs.

Possession of the bug creates certain problemmisirty and
affects your play of certain hands. | will summarthese.

The bug with three cards of the same suit hardigcés the
odds on filling a flush; they become 38 to 10 iast®f 38 to 9.
In general it may be said that if you would drofoar-flush,
you should drop the four-flush including the bug.

A bug with three cards in sequence doubles the agsaof
filling a straight. Three cards in sequence, sukld-40-9, plus
the bug, are a sixteen-timer as against an eigtértion a reg-
ular double-ended straight; the odds are sliglhs Ithan 2 to 1
against filling the straight and you should playniearly any
pot.

In any hand containing an ace in addition to the, lite bug
should simply be considered another ace. With omest pair
plus the bug but no other ace in the hand, it iselbgo hold
the bug as a kicker and draw two cards than tcadisthe bug
and draw three cards to the pair; with aces upuiticlg the
bug, it is better to treat the hand simply as agesnd draw
one card than to discard the low pair and drawethoethe ace
and bug. The only exception is when you believes age will
not win the pot. On a one-card draw the odds alfe8dt/ to 1
against making a full house.

A common problem arises when you have bug, aceghano
face card of the same suit as the ace, and two tohath cards.
Here the two-card draw to the bug, ace and facd oithe
same suit is slightly better than a three-card dathe ace and
bug. The bug turns a modified inside straight (4;&tc.) into
a reasonable play in which there are twelve chatwdéid and
the odds are only 3 to 1 against filling, bettartion a regular
open-end straight without the bug. A combinationhsas 4-7-8
with the bug is simply an inside straight turnetbithe equiva-
lent of an open-end straight without the bug (eigditds that
will fill) and is not worth playing unless the poffers at least
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5 to 1 and the hand will almost surely win if itigi

Much depends on whether or not the bug is knowhetén
play. Two kings are considerably improved by thespgnce of
the bug in the hand, even though you throw it an(@g you
should; kings-up should win and three kings alnzosely will).
Two aces are not worth standing a raise, ace-beighe@cause
the danger of a straight or flush is reduced.

Presence of the bug in your hand (or the rare cadeEn
another player has discarded it or shown it) mdgcafyour
estimate of your hand in a big betting situationr Example,
you hold 2-2-2-A-bug. You raise before the draw &ed out
after the draw. A one-card draw raises you, yoaiset and he
raises back. You drop because you have the bugledst on
which he would raise a pat hand is an A-K or a tmaloe flush,
when you have already reraised. Therefore he maa A full
house and it must be higher than yours. If your pare any-
thing but ace-bug, you would certainly call.

HIGH-LOW POKER

This is a game of draw poker in which nothing diéférom
any other game of draw poker except that the highthe low
hands split the pot. In some high-low games, the @an be
treated as the low card in a low hand, but theseegaare rare
and | will consider only the game in which the higand is
reckoned exactly as it would be in any other pakeme and
the lowest possible hand is 7-5-4-3-2 of differsuits. Straights
and flushes count and must be treated as high hands

One error that a high-low player may make is tatrine
perfect low hand (7-5-4-3-2) as unbeatable. Sublarad is not
more infrequent than a high full house. At leastermn the
lifetime of the high-low player, he is likely to libthe perfect
low when another player also holds the perfect Ibvhe other
player is equally ignorant, they will raise andaise each other
indefinitely, while the high player simply ridesoalg with a
cinch. Eventually they will split half the pot, hag put in
closer to one-third of the pot each, and the "m¢tfband will
have wound up with a net loss. | do not intendniply that a
player with a perfect low should not back it striyndput after
four or five raises he should become suspiciousthAt point,
even if he has another perfect low out against lifirne calls
he probably will do no worse than break even.

In high-low draw poker, the low hand will be abolue same
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as the low hand in low-ball, which is describedha preceding
section. The high hand will be slightly better thae average
high hand in a regular game of draw poker, becaluse will
be occasional cases in which a player draws toalodvgets some
freak result that gives him a straight or flush.

More than nearly any other kind of poker, this gaieveards
the player who has good judgment as to what therqgitayers
are trying for. Often a player who pairs on a dtava possible
low hand will know from the circumstances that pér prob-
ably gives him the high hand and he can stay ieva@n raise
with great confidence.

The only reasonable way to approach the game ss ltmok
at your hand. Appraise its probable chances of imignrior
high. Appraise its possible chances of winning lfow. If in
either case you feel that you have mathematichiyltest of it,
«Stay in and play for the kind of hand that is midstly to win
in the category, high or low, that you selectedjioglly. In this
game, you cannot win both high and low. Let theakreraws
take care of themselves, not bothering about thetih you are
finished. Almost the only time you are playing batlays is
when you hold a hand such as 5-4-3-2 or 6-5-4-3¢hwhill give
you a probable winning high hand if you hit theagtht and a
probable winning low hand if you draw a low card.

Just as in regular poker, the average high hafatks up or
queens up; the average winning low hand is ninf.higmost
never is a two-card draw for low worth while unlggsu are
convinced that all the other players are goingHigth and are
paired to begin with. In such a case, a low paiy very readily
win low and an unpaired hand is pretty sure to.

DEUCES WILD

Many serious poker players will be horrified thasHould
discuss this game at all, but it is perhaps thetranderrated
of all forms of poker—simply because it is playedsmoften by
women's afternoon clubs and others who do not tld&egame
seriously.

Actually deuces wild is just as good as any otremf of
poker and presents its own peculiar problems.

The basis of the game is not to play unless youe leveast
one deuce, unless occasionally you are dealt thireekind or
better. No two pairs and no single pair withouteude are
worth playing. The average winning hand is threesad hree
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of a kind lower than queens or kings should usuadiythrown
away fast if you have not improved them. They may avdull
pot, but almost never are they worth a call.

A few problems arise in drawing. With two aces,eack, and
two honor cards (ten or higher) of the same suibras of the
aces, such ié#d A Q 10,v, A, ¢, A, 2, it is better to draw to
the two aces and the deuce than to the royal fhassibility.
With a pair lower than kings, a deuce, and a dttaftush
possibility, such ¢ A Q 10, ¢ Q, & 2,it is better to draw to
the straight
flush; the three or four of a kind may not win. Aute plus
three cards in sequence or three cards of the sainare worth
a play and are worth standing one raise but nof iinthere are
two or more raises, you should have a straighhflusssibility,
or if you have a pair and a deuce you should draani effort
to make at least four of a kind.

The big question is the number of deuces you halgair
of deuces is worth a raise and is worth meetingpairany num-
ber of other raises. Figure that any deuce you atohold is
likely to be held or drawn by someone else, andogrtfast
when you do not hold deuces. When drawing to twacds,
hold an ace or king and draw two; throw away anyelocards
and draw three.

Holding a Kicker

Playing against one opponent Against one opponent who
who opened early and drew raised and drew one card (in
three cards, hold the king (or a Blind Opening game) hold
a queen) and draw two. He the ace with the pair and
may have aces also. draw two cards.
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STUD POKER

Five-card stud poker depends on mathematics affidlisei-
pline. The average winning hand is the lowest amahgames
of poker—a pair of kings or a pair of aces. Ovedhisaalmost non-
existent; there is almost never an ante, and yoanatchave
to bet unless you have the high card showing oditsteround.
As a result you can sit in the game for literallguhs and
hardly spend a penny, waiting for a good hand tme&along.
The winnings almost always go to the players whe ar
conservative at the start and bold when they thiely have the
best hands.

Stud poker offers some classic questions, whicleasg enough
to answer.

1. The idea that you should not play unless you ca the
board—unless you have a better hand than any heovdrsg, at
the stage at which you make the bet. | regret yotksat this
precept is almost entirely true. It is devastayrgbring, but it
Is true. You are unlikely to win in a stud gameasd you bet
only when you can beat anything showing. In allestbases,
you should get out of the pot.

2. The guestion of which is better, an ace in the f@ésum
ing no other ace showing) or a low pair, say ufives or sixes.
The low pair is much better. If the ace itself &t paired, you
have the better hand at the start. You are evere ikely to
improve the pair than the holder of the ace isdo the ace.
But much depends on how you play a low pair afterfirst
round or two. Probably the best method is to raiséhe second
round and see how many stay in. From the numbersitdnoin,
you can judge the possibility that you are up asfairther low
pairs or high hole cards. From the next round ofl€ayou can
judge the possibility that any of the high holedsahas paired.

Stud poker players are often prejudiced againstgdairs back
to back because they have lost so much on theny. fidee not
lost by sticking around in the first place—thatwken they get
their killings if they improve—but by sticking arod after it is
apparent that some other player in the game hasdand has
a higher pair. For example, a pair of fives unimpa is a bad
fourth-round play against a strong player who shibae eight
on the first round and has drawn an ace or kingrlabhd who
bets strongly. He probably has you beaten at thistpand if
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he has you beaten at this point you are going se o the
long run by bucking him.

3. The one invariable rule of stud poker is nostimy against
a pair showing unless you already have a higher phe num-
ber of "over" cards is of no consequence whatsodi/@e has
you beaten at that point, he figures to have yaatdre at the
end and he also has an advantage that you canssiblyohave
—he can have a cinch hand and you cannot. If tisea@ open
pair showing, be very wary of staying even when Yyawe a
higher pair. Stop first to consider the possibilihat he was
paired back to back at the start. This will depempdn your
appraisal of the player and his habits, and alsthemnumber
of aces that have shown (or of cards higher tharhigh show-
ing card at the start, as for example when the bigiwing card
at the start was a queen and no kings have shéwstud poker
player must have the courage to get out on theekigbhowing
hand when all the indications are that some coedehind is
better at this point than his hand is.

Don't stay on straight or flush possibilities, wwdeby pure
accident you find yourself with a possible straightflush with
one card yet to come and the pot offers you béiien 5 to 1
odds for staying in.

One of the standard precepts of the game is, "Negtemto
a possible cinch hand.” If you observed this rubel would
sacrifice much of your potential winnings. Stud poks more
a game of figuring than any other kind of pokereTdpponent
may show a possible cinch, such as a possiblegktrar flush,
but you must consider the hole cards on which hghtiave
stayed in so long. You must form your judgment be hole
card hemay have, rather than on the entire number of possible
hole cards there are for him. You then think abelether any
of his possible hole cards will cause him to catled on a losing
hand. When you think you probably can win and dlst he
may call on a losing hand, you must bet. For exanpbu
have queens up and he probably has tens up butakehave
three sixes, as in this case:

Five-card stud. You raised on the second roundtaokl the
lead on the third round. At the final round onlyeocopponent
has stayed with you.

You have: Q down; 9, Q, 5, 5.

Opponent has: ? down; 10, 6, 8, 6.
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If opponent has a six in the hole he knows he hameh
hand.

Opponent is high and checks. You must bet your mpiep,
despite his possible cinch. It is too unlikely tiat played at
the start with a six in the hole and a ten up. Hisst likely
hands are tens up or merely the sixes he showsapemwith an
ace or other high hole card. But with either ofsihndnands he
can beat your showing fives and with tens up he bt the
nines up that you are likely to have. He will prbbacall a
bet and you will lose much of your potential wingsif you
do not give him an opportunity to do so.

Occasionally you must bluff in such cases (when jawe
represented a hand that is probably two pair, lmuhat ac-
tually have them); and occasionally the opponefit igraise
as a bluff and you must trust your judgment of siigle to
decide whether or not to call. All that is parttbé game.

In stud poker you must look at every card dealt andry
card folded and must remember them. They affectch@nces
that any particular opponent has a particular heged. For
example, two aces have shown and folded. You amstgone
opponent who catches an ace as his last card. dwa two
kings. You must ask yourself whether he would heaetinued
to stay with an ace when the other two aces hadhdyr shown.
If he is a very good player, figure him for an gashir and not
aces paired on the last card. If he is a poor playeu might
worry. But you cannot have any idea if you did set and
take note of those aces that folded. Incidentdtiig is an over-
simplified case; your success is going to depentiamm many
of the sixes and nines and queens you see, asag¢lie aces.
Everybody notices aces.

When to play on the first roundhe average winning hand is
two kings or two aces. Many pots are won on legsl{@s ace
high) and many pots require more, as the upcartdsevieal;
but it is a basic principle to stay only when thi#de against
making two kings or better are less than the odf#seal by the
pot. The following are minimum plays on the firstind.

1 Any pair.

2. Ace in the hole; but if another ace is showing, tipeard
should be a nine or higher.

3. King in the hole, when no ace is showing. If an acan
other king is showing, the upcard must be jackween and
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no more than one other player can show a queeachr(as the
case may be).

The great fallacy is in staying on a hole card sashack
simply because it is high—that is, in the occadia®als when
all the original upcards are low. For example, fir&t upcards
in an eight-handed game are 2, 8, 7, 10, 8, 56180u have
the seven up and a jack in the hole. You can "teaboard"
but it is a bad play. The odds are 13 to 1 thatlzeroplayer
has you beaten.

Raising in five-card studThere are two arguments against
raising early in a stud game. Once you have raigeudl,will be
expected to take the lead from that time on, and widl get
only minimum calls from the other players—unlesg afi them
knows he has you beaten and raises back, in whish you are
stuck with the odds against you and much of youneyan the
pot. The second of the two arguments against dy esse is
that in most stud games the limit is higher onld® card, and
if you can only raise once you might as well waitiliyour
raise will win you the most money.

Now, despite these arguments, one must frequeaite early
in a stud game. Following are some of the reasonsiri early
raise:

1. Assuming that you will soon be spotted as a tigayer,
the other players will figure you for an ace orarmnyway.
You might as well make them pay to stay around with, and
furthermore a policy of raising will open the wayd number
of bluffs that will steal small pots at the begingi Further
more, since you are known to play conservativatyearly raise
on a pair will put you in a very good position lateyou hap
pen to catch a showing ace. A higher pair than youay very
well fold.

2. If you are in good position (last man from the higgmd)
you may sometimes raise on the third card (therskogcard)
to give yourself a free ride on the fourth card(third upcard).
After your early raise, everyone may check to yoinext time
and you can see your last card free. No doubt youldvhave
had to call at least the minimum bet anyway, to thext last
card, and you might have been confronted with onmare
raises.

3. Occasionally when you have the second-best hanangyu
raise to drive the best hand out. This is a fimtrd raise. An
ace that is forced high will not infrequently drdpa couple
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of hands with small cards showing have stayed miresg the
ace, your raise on such a combination as K-Q mas dine ace
out and leave you with a better chance to makegheripair
than either of the other players.

In all these cases a primary object is to vary ygame. There
are two basic ways to keep the opponents guessipgkier. One
is to play different kinds of hands in the same wtag other is
to play the same kind of hand in different waysydfu are
going to play only good hands in stud poker, thea fiave to
play them in different ways so that you cannot be ¢asily
figured.

There is one general exception to the principleady rais-
ing. If the game is wide open, in which the oth&ayers bet
and raise very freely, there is seldom an occdsipgou to raise
early. On every round, someone else is pretty sufeet. The
pot will be built up without your help. You mighagt as well
wait until the end and make pretty sure you arengadd win
before you start putting unnecessary chips intopibte

The play of an open pai¥When you have the only open pair,
every other player in the game is at a great dzathge. You
may have a cinch high at the moment and if so firéfty sure
to stand up. Therefore the policy among most staggus is
always to bet the maximum on an open pair and nihke
opponents pay through the nose if they want tdadrgiraw out
on it.

In most fairly good stud games, no one is goingtay against
an open pair unless he has a higher pair or ufbesthe next-
to-last card) he has a straight or flush possipbilEven the
straight or flush possibility is a pretty bad gamhinless the
pot is already big; the pot should offer 5 to 1 edohless at
least three cards in the possible straight or flash over the
showing pair, and even then the pot should offdeast 4 to 1
odds.

In general, | subscribe to the idea of betting meeximum
on the open pair, because only such a policy cantama your
chance of making a real killing when you actualdytthve three
of a kind or two pair at the time your open paiowh. Never-
theless, discretion is sometimes the better paxatdr. If you
know there are likely to be a couple of higher paiut (and
sometimes you can tell this from the previous attiand if
you know you aren't going to scare anybody out, ga@isimply
betting a losing hand. If the other players aréhefkind who
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will freely bet or raise on their higher pairs awgiyour open
pair, you are risking the loss of a considerablewmhof money.
In such cases it is no disgrace even to check plea pair; it is
stubbornness never to do so. And, of course, youstil mix

up your game by checking occasionally when the qenhas
actually given you a cinch hand.

In any event, you are under no obligation to be&t dtipen
pair on the last round. That is usually the timeewlyou bet
only when you do have the winning hand and when figure
the other players to be too smart to bet into you.

As for playing against an open pair: You know, oficse,
that it is always dangerous. | am speaking onlyhef times
when you have a higher pair, concealed of coursdy & losing
player bets because he has a number of "over" calnash if
paired will beat the showing pair. Except as afblsiich hands
should be dropped. In most cases, the higher past mot be
dropped, but it is losing play to raise on it. Tardy time you
raise is when you are alone with the open pair, lgaue a
lower limit before the last card, and you want t@x the open
pair into checking to you on the last card. A bgtthe only
pair on the last round puts every other player derdble spot.
There are few more effective bluffs against goay/@ls, because
everyone knows that when a tight player gets a glagwing
there is a very good chance that he has two paetier.

Watching other carddt takes a pretty good stud player to
watch all the cards and draw the proper conclusimm them.
Every player, however, can watch for the cards mhast affect
his hand. Sometimes simple observation leads yaonee val-
uable conclusions. Suppose you have neither thpaement
nor the aptitude for concentration to watch andamimer every
card, but you have observed the cards in generdlhave
noticed that a lot of spades have shown. If yowehawoubtful
play on a spade four-flush for the last card, dtiservation will
cause you to drop fast. If you have noticed an ratesef show-
ing spades, the fact might persuade you to staynithe four-
flush when otherwise you might have dropped it.

Much more important is to watch every card thatpane of
your cards. The appearance of those cards hasrendous
effect on your chances. For example, if you havaea in the
hole and no other ace has shown, the odds areldafgainst
your pairing it eventually; if one ace has showre tdds go
up to more than 6 to 1 against you. If two otheesabave
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shown, for all practical purposes your ace is Valsgeexcept as
a high card.

SEVEN-CARD STUD

In this game the average winning hand is a faieehof a
kind, such as three eights or three tens. Therejaite a few
straights and flushes. The worst mistakes madébyaterage
player are: staying on a low pair, such as fourdives; and
staying more than one round on a straight or fluas$sibility.

If there is another principal mistake, it probaldyn playing
a two-pair hand too strongly—unless you get your pair on
the first four cards, in which case the odds afdg about21/,
to 1 against filling.

The nature of the game is such that there is afldifference
between a concealed low pair and a split low gairconcealed
low pair is, for example, two fours down and a king a split
low pair is a four and king down and a four up.) €@furse,
your chance of improving is the same in both cabas,your
chance of getting a big pot is far better with tomcealed pair.
In seven-card stud it is quite easy to have alallse with no
pairs showing, and when you have such a hand &mpisiyh a
straight or flush is very likely to bet into yowgise you, and
ultimately call you, and you will win a big pot. Wi a split
pair, if you make three of a kind early you showaar and the
other players are automatically on guard. If theecaard of
that rank doesn't soon show, the other players enest keep
in mind the danger that you have four of a kindg avhile
this may put you in a good bluffing position ocecasilly, that
is far less important than the fact that it wilepent your get-
ting any action.

Legitimate plays in this game, on the first thregds (two
down, one up) are roughly as follows: Any threedsaof the
same suit. Any three cards in sequence as goo@-8s31 Any
high pair, nines or better. Any concealed low p@iccasionally,
A-K in the hole if not more than one card of eitmank (one
ace, or one king, but not one of each) has shown.

The entire key to the game comes when the fountth bas
been dealt, so that you have two up and two dowrhid point
much depends, as it always must in any stud gameyhat
cards have shown around the table; but the follgwgeneral
principles should be observed.

An unimproved low pair should be dropped. The oty
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ception is the case in which the other two cardtuoe an ace
or a king and queen and in which not more than aineach
of these ranks has shown. By a low pair here, Inmedghts or
lower.

A straight possibility should be dropped unless ymve
drawn a near card (as for example, a king or séwenJ-10-9)
or unless you have paired. However, if two esseotieds have
shown, such as two eights or two queens in the oate, the
hand should be dropped.

A flush possibility should be dropped if the foudhrd has
not matched it, unless most of the cards of theessmit have
not shown; or unless the flush cards are very higtilding ace
and king or queen; or the fourth card has pairedhidind.

A high pair, queens or higher, should be playecssithere
is a great deal of action in the betting, with f@layers raising.

A pair should not be played against a higher opgn ynless
the hand offers also a straight or flush possibilit

Neither two pair nor a low three of a kind justffia raise
against a high open pair. However, if no pair isvgimg then
two pair or better in the first four cards calls o maximum
bet or a raise. The principle is not much differ&otm that
of draw poker. The odds against filling are ¢214to 1 and
rare will be the cases in which the pot offers $emaddds than
that. The hand is probably the best at the moniemt. bet or
raise will drive out hands that might have improved

The best two pairs to have at such a time are caads, such
as 10-8 down and 10-8 up. Opponents may then fithaethe
raise was made on some such combination as J-10f9a8er
you fill and also get a card that looks as thougmay have
made you a straight, you may get a tremendous fptay a
flush and win a big pot.

The raise on such a two-pair hand is especiallgcéffe be-
cause any double-ended straight or any four-flugldemn the
first four cards is worth a maximum bet or raise awo or
more reraises if the opportunity arises (only osmise against
an open pair that raises back). It is about eve you will
fill the straight or flush in the next three caraisd the odds
are 214 «or better to 1 that you will win if you do.

Stubbornness and overoptimism are the main hazardise
player of seven-card stud. Very rare are the hamalscan win
without improvement. You might almost say that maghless
than a high three of a kind in the first three caade likely to
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win without improvement. The winning player mustystt the
start when he has a good draw but must drop fast ifias not
improved by at least the fifth card. To stick ardumith aces,
against three or four other players, is futile. Hsmnun so high
in this game that one of the other players almastlg has a
better hand. In every form of poker, one cannotensimer too
often that the best hand going in figures to betbst hand
coming out.

The tactics of betting and raising in seven-cardl stre al-
most exactly the same as in five-card stud; thg difference is
that one can seldom be nearly so sure of havingMhaing
hand, because with three cards down at the endhitden
combinations are almost innumerable. Early raisesabout the
same in one game as in the other. Bets and raisélseolast
card are somewhat more dangerous in seven-cardBitiffing
is less effective on the last card because it ibad to know
when a player may have a legitimate call, regasdtgsvhat he
has represented in the past.

SEVEN-CARD HIGH-LOW STUD

Perhaps this game is important to only a few pybut to
them it is very important. In the world of celela#—society,
motion pictures, radio and television, publishemd authors-
it has been the most important form of poker fameawenty
years.

More than any other form of poker that | know, tigsa
game of principle and of observation. The principbn be
briefly expressed: Play for low, and let the higintls take care
of themselves. Some fine players have expressegrtheiple
that the only high hand worth staying on originablythree of
a kind in the first three cards, and this happenseddom that
it couldn't greatly affect your winnings if you rezvgot such a
hand. Three cards offering both straight and flpehsibilities,
such as J-9-7 of diamonds, are worth a play; gater results
may give you a seven-high or a straight flush,dditon to the
regular high hands you can make.

The matter of observation is one that cannot bedrabo
highly. The winning player must observe very clgseémember
the cards, and figure closely. At the showdown, mst figure
all the possible combinations of cards that eagoopnt may
have in the hole, and what each combination wileghim.
This must then be adjusted to the previous play lkamavn
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habits of the player; to the cards that have shamah probably
can be eliminated from consideration; and to thelsahat
other players probably hold to justify their begtiand so can-
not be held by the player in question. All of thégjuires a cer-
tain special aptitude, and either you have it ar gon't.

In this game, at the end each player selects fivd@socards
as high and five of his cards as low. He does agthio make a
declaration and he does not have to limit himselplaying for
one, the other, or both. As a result, close figginmill often
reveal a case in which you cannot lose and may ifigour
opponent has a certain combination of cards inhile, you
can beat him for high; if he has another combimatimu can
beat him for low; and conceivably (though only & is an idiot,
a type that occurs quite frequently in poker) yoaynbe able
to beat him for both. In any such case, a playaplsi bets the
maximum and raises to the end of time. Actuallys tlame is
almost always played with table stakes and so #st & player
can do is to bet all he has or all his opponent Hdapending
on which has the higher stack.

One word of warning to smart readers: Time aftereti a
player has arrived at the brilliant conclusion thiaice everyone
else in the game is starting off to play for lowe, Will play for
high and win more than his share of pots, evenghdwe can
never win more than half a pot. One by one theageps, with-
out exception, have slunk out of the game withrthails be-
tween their legsEvery successful player has concluded that you
must play for low, and you would be wise to takeithword
for it.

Playing for low, the proper minimum for a stay la¢ tstart is
three cards eight or lower with no pair, or twodsafive or
lower. As usually played, this game treats theasca high card
(except, of course, in the straight 5-4-3-2-A),tke perfect low
hand is 7-5-4-3-2.
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LAWS OF POKER

There are several worthy sets of poker laws (s dd). It
is not so important that players adopt any particslet of laws
as that they adopt some set of written laws anidvolt strictly.
If players wish to add house rules or special qustat is their
privilege to do so but these too should be writfEine following
laws are recommended because experience has slhatvbhey
answer virtually any question that is likely tos®iin a poker
game.

The laws have three main sections: General lawglyayg to
all forms of poker; laws applying to draw or clospodker; and
laws applying to stud or open poker.

PENALTIES for breaches of law represent a probldmatt
has never been satisfactorily solved in any poless! A penalty
can punish an offender but it cannot restore thhtsi of players
who were damaged by the irregularity. Thereforepenalties
are provided by the following laws; in extreme cafiee players
can constitute themselves a kangaroo court and nsakee
equitable adjustment, but generally the followimgvé are con-
fined to rectification rather than penalizationioftgularities.

General Laws

(This section covers the pack of cards; the rankanids; the
shuffle, cut, and deal; the betting; and the shomuldy

1. Players.Poker may be played by two to ten players. In
every form of poker each plays for himself.

2. Object of the gamelhe object of poker is to win the pot,
either by having the best poker hand (as explabeddw) or by
making a bet that no other player meets.

3. (a) The packThe poker pack consists of 52 cards, divided
in four suits: spad¢ (), heart: ((J), diamonds<, clubs#
In each suit there are thirteen cards: A, K, A10Q,9, 8, 7, 6,
5,4, 3, 2.

(b) Joker.The joker may be added to the pack as a wild card.

(c) Wild cards.The joker or any other card or class of cards
may be designhated as wild by any of the followingthods.
The method must be selected in advance by the [dapethe
game.

(1) The wild card may be designated by its holaerepre-
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sent any other card that its holder does not have.

(@) The joker (in this case called the bug) may be giestied
by its holder to represent a fifth ace or any aaedded to com
plete a straight, a flush, or any special hand sasch dog, cat,
etc.

(3) Any wild card may represent any other card, whetrer
not the holder of the wild card also has the cagdignated.
[This permits double- or even triple-ace-high flashetc.] A
wild card, properly designated, ranks exactly slaene as a
natural card.

4. Rank of cards(a) A (high), K, Q, J, 10,9, 8,7, 6,5, 4, 3, 2;
A (low) only in the sequence 5-4-3-2-A.

(b) Optional. The ace may rank low in low poker (lowball)
or in high-low poker. When the ace is by agreendmdignated
as low:

(1) In low poker, the ace is always low, so that A-Aaiower
pair than 2-2.

(2 In high-low poker, the holder must designate thHatiee
rank of the ace at the time that he shows his haride show
down, e.g., by saying "aces high" (in which casé& Aeats K-K
for high) or "aces low" (in which case A-A beat® 2er low but
loses to 2-2 for high).

(©) In any pot to be won by the high hand, the rankiiolg
lows subsection (a) of this law, so that for exaenipetween two
little dogs, 7-6-4-3-2 beats 7-5-4-3-2.

5. Seating,(a) Players take seats at random unless any player
demands, before the game begins, that the sette oéspective
players be determined as provided in the next pardy

(b) When any player demands a reseating, the bankeirkas
choice of seats. The first dealer (see paragra@itfi¢r may take
the seat to left of the banker or may participatthwhe other
players in having his position determined by chafide dealer
then shuffles the pack, has the cards cut by thgg to his
right, and deals one card face up to each playepiation
beginning with the player at his left. The playbus$ dealt the
highest-ranking card sits at the right of the bankke player
with the next-highest card at the right of thatyglg and so on.
If two players are dealt cards of the same rang&,dard dealt
first ranks higher than the other.

(c) After the start of the game no player may demamd a
seating unless at least one hour has elapsed thiadast reseat-
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ing. A player entering the game after it begins itake any
vacant seat. A player replacing another player ntals¢ the
seat vacated by that player. Two players may exghaeats
after any showdown and before the next deal begirms;ided
no other player objects.

(d) When there is no banker, the dealer has finsiae of
seats.

6. The shuffle and cuBny player on demand may shuffle the
pack before the deal. The pack should be shuffiegettimes
in all, by one or more players. The dealer hagitite to shuffle
last and should shuffle the pack at least once.

(b) The dealer offers the shuffled pack to his rightidhap
ponent, who may cut it or not as he pleases. # payer does
not cut, any other player may cut. If more than pleg/er de
mands the right to cut, the one nearest the dealgit hand
shall cut. Except in case of an irregularity nedatiag a new
cut, the pack is cut only once.

(c) The player who cuts divides the pack into two aeth
portions, none of which shall contain fewer thamefcards, and
completes the cut by placing the packet that wagirally
bottom-most on top. [If a card is exposed in cuftithe pack
must be shuffled by the dealer and cut again. Uliaities re
quiring a new shuffle and cut are covered on pdgk 8

7. The deal(a) At the start of the game any player shuffles a
pack and deals the cards face up, one at a tireadb player
in rotation beginning with the player at his laintil a jack
is turned up. The player to whom the jack fallghie first
dealer. Thereafter, the turn to deal passes frazh pkayer to
the player at his left. A player may not voluntaplass his turn
to deal.

(b) The dealer distributes the cards from the tbthe pack,
one card at a time to each player in clockwisetiana begin-
ning with the player at his left and ending withmisielf.

8. Rank of handsPoker hands rank, from highest to lowest:

(@) Straight flush—five cards of the same suitdguence. The
highest straight flush is A, K, Q, J, 10 of the sasuit, called
a royal flush. The lowest straight flush is 5, 423 A of the
same suit. As between two straight flushes, thelmasled by
the highest card wins. [When any card of the paalesignated
as wild—see 3 (c)—a straight flush loses to fivadind, which
is the highest possible hand.]

(b) Four of a kind—four cards of the same rank.sTand
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loses to a straight flush but beats any other h&sdoetween
two hands each containing four of a kind, the fhigher-

ranking cards win. [When there are several wilddsaiit is

possible for two players to hold four of a kindtbé same rank.
In this case, the winning hand is the one withHiger-ranking
fifth card.]

(c) Full house—three cards of one rank and two cardsof
other rank. As between two full houses, the oné e higher-
ranking three of a kind is the winner. [When thare several
wild cards, two players may have full houses inchithe three-
of-a-kind holdings are of the same rank; the higifadhe pairs
then determines the winning hand.]

(d) Flush—five cards of the same suit. As between tughgs,
the one containing the highest card wins. If thghlest cards
are of the same rank, the higher of the next-higbasls de
termines the winning hand, and so on; so tkafA K 4 3 2
beatsy A QJ108,an#J 9864 beaty J986 3.

(e) Straight—five cards, in two or more suits, rankimgpsecu
tively; as 8, 7, 6, 5, 4. The ace is high in thaight A, K, Q,
J, 10 and low in the straight 5, 4, 3, 2, A. Advbeen two
straights, the one containing the highest @@, so that
6,5, 4, 3,2beats 5, 4, 3, 2, A.

() Three of a kind—three cards of the same rank. Asdmn
two hands each containing three of a kind, the wiib the
higher-ranking three of a kind wins. [When there several
wild cards, there may be two hands containing idahthrees
of a kind. In such cases, the highest-ranking ushed card
determines the winner. If these cards are of theesank, the
higher-ranking fifth card in each hand determireswinner.]

(9) Two pairs—two cards of one rank and two cards oflzar
rank, with an unmatched fifth card. As between haoads each
containing two pairs, the one with the highest pans. If the
higher pairs are of the same rank, the one withhtigher-
ranking second pair wins. If these pairs too ar¢hef same
rank, the hand containing the higher of the unmeadctards
is the winner.

(h) One pair—two cards of the same rank, with thuee
matched cards. Of two one-pair hands, the one rongathe
higher pair wins. As between two hands containiag of
the same rank, the highest unmatched card detesriigewin-
ner; if these are the same, the higher of the skebmhest un-
matched cards, and if these are the same, the hafhtbe
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lowest unmatched cards. For example, 8, 8, 9,ledas 8, 8,
9,5, 2.

() No pair. This loses to any hand having a pairaoy
higher-ranking combination. As between two no-rends, the
one containing the highest card wins; if these tmods are
tied, the next-highest card decides, and so othadA, 8, 7, 4, 3
losesto A, 9, 7, 4, 3 but wins from A, 8, 7, 4, 2.

Two hands that are identical, card for card, aee,tsince
the suits have no relative rank in poker.

9. Betting, (a) All the chips bet go into the center of theleab
forming the pot. Before putting any chips in thd,mplayer
in turn announces whether he is betting, callimgadgsing; and,
if he is betting or raising, how much. A player naot raise by
any amount less than the bet he calls, unless tharaly one
player besides himself in the pot.

(b) If every player in turn, including the dealer, pessthere
is a new deal by the next player in rotation ang ainte (if
any) is repeated. If any player bets, each playauiin after
him must either call, or raise, or drop.

(©) In each betting interval, the turn to bet beginshvthe
player designated by the rules of the variant beiaged, and
moves to each active player to the left. A playaymeither
pass nor bet until the active player nearest lgistthas put the
correct number of chips into the pot or has disedrdis hand.

(1) In draw poker, the first in turn before the drawthe
player nearest the dealer's left. The first in tafter the draw
is the player who made the first bet before thewlmar, if he
has dropped, the active player nearest his left.

(2 In stud poker, the first in turn in each bettingeirval is
the player whose exposed cards are higher thar thioany
other player. If two or more players have identicigh hold
ings, the one nearest dealer's left is first imtun the first
betting interval, the high player must make a munmbet. In
any later betting interval, he may check withoultting.

(d) Unless a bet has been made in that betting intearal
active player in turn may check, which means tleaelects to
remain an active player without betting. [In sonagiants of
poker, checking is specifically prohibited.]

(e) If any player bets, each active player in turn aftien
(including players who checked originally) musheit drop, or
call, or raise.

(f No player may check, bet, call, raise, or drexgept in his
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proper turn. A player in turn may drop even whenhlas the
privilege of checking. At any time that a playeschrds his
hand, or permits it to be mixed with any discare,i$1deemed
to drop and his hand may not be reclaimed.

(9) Whenever only one active player remains, thoagéry
other player's having dropped, the active playanswhe pot
without showing his hand and there is a new dealhieynext
dealer in turn.

(h) No two players may play in partnership, and¢hmay
be no agreement between two or more players tde@ipot.

10. The showdownWhen each player has either called the
highest previous bet, without raising, or has deappor when
every active player has checked; the full handware active
player is placed face up on the table and the Isigrenking
hand wins the pot. If two or more hands tie for tinghest rank,
they divide the pot evenly, an odd chip going te gtayer who
last bet or raised.

Irregularities

11. Redeal Any player, unless he has intentionally seen the
face of any card required to be dealt to him facem, may
call for a new shuffle, cut, and deal by the samaler if it is
ascertained, before the dealer begins dealingabensl round
of cards, that:

(1) a card was exposed in cutting;

(2 the cut left fewer than five cards in either packet

(3) two or more cards are faced in the pack;

(@) the pack is incorrect or imperfect in any way [peea
graphs 3(a), 14, and 15.]

(5) a player is dealing out of turn (see next paragraph

If a player is dealing out of turn, and a redeatadied, the
deal reverts to the proper player in turn. In a gamwhich
every player antes, no one need ante again. Argr ditét that
has been put in the pot is forfeited to the pomndfredeal or
misdeal is called within the time limit providedhet deal stands
as regular and the player at the left of the outeoh dealer
will be the next dealer in turn.

12. Misdeal.A misdeal—one due to the dealer's error—loses
the deal, if attention is drawn to it by a playelmavhas not
intentionally seen any face-down card dealt to hiime deal
passes to the next player in turn. Any ante matiysby the
dealer is forfeited to the pot. If all players hamed equally,
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their antes remain in the pot and no one need agaén. A
blind bet or raise may be withdrawn. A misdeal rbaycalled:

(@ by any player who has not intentionally seen arefa
down card dealt to him, if before the dealer bediresssecond
round of cards it is ascertained that the pack masshuffled
or was not offered for a cut;

(b) by any player to whom the dealer gives two faceanuls
in draw poker or any other form of closed pokenovided that
player has not intentionally seen any face-dowm ciealt to
him and has not contributed to the error; andvigted he
calls for the misdeal immediately;

(o) if the dealer gives too many cards to more tas player.

If the dealer stops dealing before giving everypteenough
cards, due solely to his omission to deal one oremounds, it
is not a misdeal and the dealer is required to detephe deal
whenever the irregularity is discovered. [For ex@mjf the
dealer stops dealing after giving each player doly cards; or
if the dealer gives the first five of seven playBve cards each
and the sixth and seventh players only four casat$ ehaving
stopped dealing after the fifth player on the fasind.]

If the dealer deals too many hands, he shall détermvhich
hand is dead, and that hand is discarded; butyifpdayer has
looked at any face-down card in any hand, he maspkhat
hand.

If the dealer deals too few hands, he must giveohis hand
to the first omitted player to his left. Any othglayer who has
been omitted and who has anted may withdraw his.ant

13. Exposed carda) If the dealer exposes one or more cards
from the undealt portion of the pack, after theldeaom
pleted, those cards are dead and are placed amentiscards.
(See also stud poker, paragraph 35 on page 90.)

(b) There is no penalty against any player for exposimg
part of his hand, and he has no redress. A plaperinterferes
with the deal and causes the dealer to exposedancay not
call a misdeal.

() Each player is responsible for his own hand andnwas
redress if another player causes a card in it texp®sed.

14. Incorrect packlf it is ascertained at any time before the
pot has been taken in that the pack has too mardsc&oo
few cards, or a duplication of cards, the deald&l\and each
player withdraws from the pot any chips he contiéalto it,
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any other laws of the game to the contrary notwahsing;
but the results of pots previously taken in are affé¢cted.

15. Imperfect packlf the pack contains any card that is torn,
discolored or otherwise marked so as to be ideaitié from its
back, the pack must be replaced before the deaiddgress or
any other deal can be completed; but the play efghbt in
progress is not affected if the deal has been cetagl

16. Incorrect hand A hand having more or less than five cards

(or any other number of cards designated as a pkahand in
the poker variant being played) is foul and canmist the pot.
If every other player has dropped, the pot remaimg goes to
the winner of the next pot. [Players may agree ¢ghhand with
fewer than five cards is not foul, in which casshiblder may
compete for the pot with the best poker combinati@encan
make with the cards he has.]

17. Irregularities in betting.Chips once put in the pot may
not be withdrawn except:

(@) By a player who, after he has anted, is dealt oetefsara
graph 12 on page 82;

(b) In jackpots, when another player has opened without
proper openers—see paragraph 30(c) on page 87;

(©) In draw poker, by the players who opened or ralded,
in case of a misdeal—see paragraph 12 on pageg;81-8

(d) In stud poker, when the dealer has failed to dgalbger
any card face down—see paragraph 34 on page 90.

18. Installment or string betsA player's entire bet must be
put in the pot at one time. Having put in any numbfchips,
he may not add to that number unless the originatlmer was
insufficient to call, in which case he may add ekkpenough
chips to call. If, however, he announced befordipgtin any
chips that he was raising by a certain amount, lamguts in
an amount insufficient for such a raise, he musdemand
supply enough additional chips to equal the annedramount
of his bet.

19. Insufficient betWhen a player in turn puts into the pot
a number of chips insufficient to call, he musheitadd enough
chips to call and may not raise; or he must drog torfeit
chips already put in the pot. When a player ralsetess than
the minimum permitted, he is deemed to have cadied any
additional chips he put into the pot are forfeitedt.

20. Bet above limitlf a player puts in the pot more chips
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than are permitted by the limit, it stands as adfehe limit

and additional chips are forfeited to the pot. Aweaption is
made in table stakes, when a player's bet excéedaumber
of chips an opponent has; in that event, the playay with-

draw the excess and either bet it in a side pogtif dhere are
no other players willing or able to meet that ethe side pot,
restore those chips to his stack.

21. Announcement in turn of intention to pass or bea
player in turn announces that he passes or dragannhounce
ment is binding on him whether or not be discardshand.
If a player in turn announces a bet but does nbtpy chips
in the pot, he is bound by his announcement and rhable
supply such additional chips as are necessaryihg s bet
up to the announced amount. In any event, othegrepsawho
rely upon an announcement of intention do so at then risk
and have no redress in case under these rulesmioei@cement
need not be made good. [In many circles it is cberEd un
ethical to announce any intention and then not ngadad on
it.]

22. Announcement out of turn of intention to pass dr lie
a player out of turn announces his intention tosparsdrop
when his turn comes, but does not actually distéschand;
or to make a certain bet, but does not actuallyagmyt chips
in the pot; his announcement is void and he nake tany
action he chooses when his turn comes. Any othareplwho
acts in reliance upon the announcement does S8 atim risk
and has no redress. [As in the case of paragraphb@ie, fail
ure to make good on such an announcement, andiabpédfc
the announcement was intentionally mislegdifgin many
circles considered unethical.]

23. Bet out of turnlf a player puts any chips in the pot out
of turn, they remain there and the play revertth player
whose turn it was. If any player to the offendé&efs puts chips
in the pot, he has bet out of turn and is equatiyHender.
When the offender's turn comes, if the chips heipwrere
insufficient to call, he may add enough chips td;c# the
amount was exactly sufficient to call, he is deemodthve called;
if the amount was more than enough to call, hesisnged to
have raised by the amount of the excess but caaduthips
to increase the amount of his raise; if no playefoke him has
bet, he is deemed to have bet the number of chépguit in
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and any amount above the agreed limit is forfettethe pot.
If the chips he put in were insufficient to call hey forfeit
these chips and drop. He may never add chips &® rai to
increase his raise.

24, Pass out of turnThe pass (act of dropping) out of turn
is among the most damaging of poker impropriebes there is
no penalty therefor except by agreement of thegrkgylin any
case the offender's hand is dead and he cannahwipot.

25. Irregularities in the showdowr{a) Hand misstatedf a
player in the showdown announces a hand he doeschadlly
hold, his announcement is void if attention is@alto the error
at any time before the pot has been taken in bypéayger (in
cluding the player who miscalled his hand). ["Tlaeds speak
for themselves."]

(b) Designation of wild carddf in the showdown a player
orally designates the suit or rank of a wild cardis hand, or
implies such designation by announcing a certandhbe may
not change that designation (e.g. an announceaofeltker-
J-10-9-8 as "jack-high straight" fixes the jokeraaseven). A
player may always show his hand without announceraed
need not designate the value of a wild card urdaessher active
player demands that he do so.

(c) Concession of a pot. player who has discarded his hand
after another player's announcement of a highed Inaay not
later claim the pot even if the announcement igheined to
have been incorrect.

DRAW POKER

26. The Draw,(a) When each player has exactly called the
highest previous bet, without raising, or has dexhghe first
betting interval ends. The dealer picks up the attdzortion
of the pack, and each active player in turn toléfismay dis
card one or more cards, whereupon the dealer diveghat
number of cards, face down, from the top of thekpacplayer
need not draw unless he so chooses.

(b) If the dealer is an active player, he must amoce how
many cards, if any, he is drawing. At any time daling the
draw and before the first player in turn bets oeaks in the
final betting interval, any active player may asky ather active
player how many cards he drew. The latter playestranswer,
but the questioner has no redress if the answiacarect. [It
is considered unethical, however, to give an irdrranswer
intentionally.]
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(c) The dealer may not serve the bottom card ofptoek. If
the pack exclusive of this card does not sufficetfe draw,
the dealer must assemble all cards previously mdieda plus the
bottom card of the original pack; shuffle thesedsaoffer them
for a cut; and continue dealing. The cut shall bg@vided in
paragraph 6 (b) except that only an active playay cut. The
opener's discards and the discards of any playetoydraw
are excluded from the new pack if they have begn &eparate
and can be identified.

27. Irregularities in the draw(a) Wrong number of cardsf.
the dealer gives a player more or less cards tkaasks for in
the draw, the error must be corrected if the plaadis atten
tion to it before he has looked at any of the catdisless a
card has been served to the next active playerim) the dealer
must correct the error by supplying another cardestoring
the excess to the top of the pack, as the casébmdf/the next
player has been served, the player may discard fisrhand
additional cards to accept an excess draw withoirtggover a
five-card hand; if he has already discarded andithev is in
sufficient to restore his hand to five cards, hasth is foul. If
the player has looked at any card of the draw &medentire
_dr?wlwould give him an incorrect number of cards, and
is foul.

(b) Card exposedf any card is exposed in the draw, whether
or not it was faced in the pack, the player museatthe first
such card but any additional exposed card to bé& teaim
is dead and is placed among the discards. Aftedé&ader has
served all other active players, he serves additioards due
the player from the top of the pack.

(c) Draw out of turnIf a player allows a player at his left to
draw out of turn, he must play without drawing,doop. If he
has already discarded any card, his hand is foul.

(d) A player may correct a slip of the tongue in stgtihe
number of cards he wishes to draw, but only praVithe dealer
has not yet given him the number of cards he fegtiested.

(e) If a player discards a number of cards that woubken
his hand incorrect after the dealer gives him asy@ards as
he asked for, his hand is foul.

28. Showing openerd.he player who opens must prove that
he held a legal hand of five cards including thiergjth (if any)
required to open. If he is in the showdown he nalnstw his

86

FREE Poker Test
Poker Tester.com




Secrets of How to Play Winning Poker
Brought to you by Rick Braddy and Royal Flush Club

How TO PLAY WINNING POKER

entire hand face up. In any other case, beforeadiing his
entire hand he must show his openers face up andehiaining
cards, if any, face down.

29. Splitting openersThe player who opened may split his
openers (discard one or more cards essential to)tlaad he
need not announce that he does so. He may putisdard in
the pot, face down, for reference later. [For eptamhaving
opened witha Q, ¥ Q J 10 9, he may discard tkeQ and
draw one card. It is not customary for the opereeptt his
discard in the pot, since he can usually demorestathe other
players' satisfaction that he held openers.]

30. False openers(a) If it is ascertained at any time that a
player opened without proper openers, or that laisdhcon
tains too many cards, his hand is foul and all ship has bet
are forfeited to the pot.

(b) If false openers are discovered before the draw,caher
player in turn to the offender's left (excluding$e who passed
in their first turns) may open and play continulest any player
except the offender may withdraw from the pot ahips he put
in after the pot was falsely opened. If no one open, the
remainder of the pot remains for the next deal.

(c) If false openers are discovered after every pldygrthe
offender has dropped, each other player may witiwdiram
the pot any chips he put in after the pot was fglepened.

(d) If false openers are discovered after the draw,when
any active player remains, play continues and thitegoes to
the highest hand at the showdown, whether or ngtpdayer
had openers. [If there is no hand at the showdadvat its not
foul, the pot remains and goes to the winner ofrtb&t pot.
Regardless of other circumstances, a hand thatltfoggped can
never win a pot.]

STUD POKER

31. Betting in stud poker(a) In each betting interval the
player with the highest exposed combination (ageefby para
graph 32) has the privilege of betting first. Irethirst betting
interval, this player must bet at least the minimestablished
for the game. In any subsequent betting intervak player
may check.

(b) If in any betting interval every active playehecks, the
betting interval ends. Another round of cards isltleor there
is a showdown, as the case may be. If in any begfititerval
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any player bets, each active player in turn afier must at
least call the highest previous bet or drop.

(c) At the start of each betting interval the deatmist an-
nounce which player bets first, naming the combamathat
gives such player the high exposed holding at guamt (for
example, "Pair of eights bets" or "First ace betFhe dealer
should also announce, after the third and fourtiefap cards
are dealt, any player's combination that, when doptbwith
his hole card, may make a one-card draw to a farshtraight
(announced by saying "Possible flush" or "Possslaight").

[Optional law. In the final betting interval, a player may not
check or call unless his full hand, including hidehcard, will
beat the exposed cards of the highest combinaliowiag. Such
player may, however, bet or raise. This rule, whikhot rec-
ommended, is designed to protect players againkinggoint-
less calls; at the same time, it eliminates sonfibly oppor-
tunities. Like other optional rules, it should regiply unless
there has been prior agreement among the playdteigame
that it will.]

32.Incomplete handga) Four or fewer exposed cards, for the
purpose of establishing the first bettor in anytibgtinterval,
rank from highest to lowest as follows:

(1) Four of a kind; as between two such hands, ¢he f
higher-ranking cards are high.

(@ Three of a kind; as between two such hands, thieehig
ranking three of a kind are high.

(3 Two pair; as between two such hands, the highaist p
determines the high hand, and if the highest @agghe same,
the higher of the two lower pairs.

(4) One pair; as between two such hands, the higherngai
high; if two hands have the identical pair, ttighest un
matched card determines the high hand, and ifdheydentical
the higher of the two other cards.

(5) The highest card; if two players tie for highestd;ahe
next-highest card in their respective hands deteemthe high
hand, and so on.

(b) As between two holdings that are identical dardcard,
the one nearest the dealer's left is high for psepoof betting
(but has no superiority over the other in the showmmal)

[Flush and straight combinations of four or fewards have
no higher rank, for determining the first bettdran any other
holdings including no pair; except when a four Rus played
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to beat a pair, in which case a fourflush showiatstahead of
a pair.]

(c) If through the dealer's or his own error a glahas all
his cards exposed, all are taken into considerditioestablish-
ing the first bettor; and if at the start of thedl betting in-
terval such player has a straight, flush, full rmwas straight
flush showing, his hand outranks any combinatiorexjjosed
cards that his hand would beat in a showdown.

33. Irregularities in dealing stud poke(a) At any time before
the dealer begins dealing the second round of cargdayer
who has not looked at a card dealt face-down to iwy call
for a new shuffle, cut, and deal if it is asceréairihat:

(1) the pack was not shuffled or cut;

(@) a card was exposed in cutting, or the cut left fetian
five cards in either packet;

(3) two or more cards are faced in the pack;

(4) the pack is incorrect or imperfect in any way;

(5) a player is dealing out of turn.

When there is a redeal, the same dealer deals aghias he
was dealing out of turn, in which case the deakr&svto the
proper player in turn.

(b) If the dealer deals too many hands, he shall déterm
which hand is dead, and that hand is discardedalplayer
who has looked at the hole card of any hand musp kbat
hand.

(©) If the dealer deals too few hands, he must giveohis
hand to the first omitted player to his left.

(d) If the dealer gives a player two face-down cardsdaad
of one on the first round of dealing, he omits thktyer on
the second round of dealing and (unless the ruléseogame
require two hole cards, as in seven-card studuhestup one
of the cards. The player who received the two candyg not
look at them and then turn up one of them.

(e) If the dealer gives a player more than two cardshen
first round of dealing, that player may requirecaeal if he
does so before the second round of dealing hasrbdfythe
error is not noted until later, his hand is dead.

(0 If in dealing any round of face-up cards the dealaits
a player, he moves back the cards dealt laters $0 give each
player the face-up card he would have had if negularity
had occurred; except that if attention is not ahtle the irreg-
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ularity before the first bet is made in the ensubggting in-
terval, the hand of the player who was omitteddaadi

34. Exposed cardlf the dealer gives any player a hole card
face up, the player must keep that card and insteaelive his
next card face down. The player has no redressmxo re
ceive his next card face down, unless the dealggatedly fails
to correct the error until the player has four cgrdt which
point, if the dealer has never given him a face-dmard, the
player may if he wishes drop out, withdrawing frdhe pot
all chips he has put in. If the player instead stéor his fifth
card, and receives it also face up, he may withdhaachips
from the pot; but the player may instead remairihia pot.

35. Dead cardsA card found faced in the pack during any
round of dealing must be dealt to the player to mhofalls.
A card at the top of the pack exposed during advetiterval,
either because it is faced in the pack or becauseirematurely
dealt, is discarded. In dealing the next roundaafefup cards,
the dealer skips the player to whom such card wbalgk fallen,
and deals in rotation, ending with the last playgyo would
have received the exposed card if it had not bego®ed. In
each subsequent round of cards, on demand of aayepthe
dealer must begin the rotation with the play#wo would
otherwise have received the top card.

36. Impossible calllf the player last to speak in the final
betting interval calls a bet when his five cardggardless of his
hole card, cannot possibly beat the four showingisaf the
player whose bet he calls, his call is void anddhips may be
retracted provided any player calls attention t® dviror before
the hole card of any other active player is shown.

37. If the dealer errs in calling the value of a handiro
designating the high hand, no player has any redtast if the
first bet is made by the player incorrectly desitgthby the
dealer, it is not a bet out of turn.

38. The dealer does not have the option of dealingaggts
first card up and his second card down intentignall player
may not turn up his hole card and receive his reexd face
down; if he turns up his hole card, he must plagotlghout
with all his cards exposed.

BETTING LIMITS
39. Table stakeg,a) In any poker game except one with fixed
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limits, i.e., in any pot limit, doubling-up or no-limit game, a
player who has not enough chips to call the prewpdbets and
who cannot obtain more chips may stay in for thevathown
by betting all the chips he has left. If there atber players
in the pot and they wish to continue betting, the@ts above
this amount go in a "side pot" in which the sholayer has
no interest. Play continues normally until thereaishowdown,
when the player who was short competes on evenstéomthat
part of the pot to which he contributed in full.

(b) A player in a table stakes game may obtain addéion
chips from the banker, and add them to his stackhenable,
only in the period between a showdown and the b&guop of
the next deal. He may at no time reduce the nunolbehips
he has in front of him, by cashing them in or bsnoving them
from his stack, except when he leaves the game.

(c) A player who is tapped and calls remains in theyutl
the showdown, drawing cards on even terms witk dther
players, without further contributions to the pdthe has the
best hand at the showdown, he takes the main pohas$ no
interest in any side pots.

(d) A player who drops rather than call a bet in a sid¢
must discard his hand and relinquishes his intereatl pots.

91

FREE Poker Test
Poker Tester.com




Secrets of How to Play Winning Poker
Brought to you by Rick Braddy and Royal Flush Club

How TO PLAY WINNING POKER

POKER PROBABILITIES

| said before that the higher mathematics of paker not
very important. It doesn't help a player much tmknthe
chances of being dealt a straight flush or a foll$e or even
a pair. Yet most of the published tables of pokebpbilities
are confined to that kind of information.

It doeshelp to know the odds against improving any par-
ticular hand. A summary of these odds is given agep94.
Memorize those oddét the very least they will tell you when
the pot is offering you good odds on a speculapias.

In the following pages | give some special phadepaker
mathematics.

Possible Poker Hands in a 52-Card Deck

Straight FIUSh ..o, 40
Fourof a Kind .......ooovviiiiiiiiiiciceeeeee e 624
FUILHOUSE ... 3,744
Flush ....... ettt eeetteetreeeteeete———————————aaaaaaataaaaaeees 5,108
Straight.. ..o 10,200
Three of a Kind .......oovveeiiiiiiiiiiie e, 54,912
TWO PalilS et 123,552
(@] TSI == 1] TP 1,098,240
No Pair, less than above..........ccoovvveiiiiiiiiniii, 1,302,540
L0 - | 2,598,960
Possible Hands of Less Value Than One Pair
IF ACE COUNTS HIGH IF ACE COUNTS LOW
Ace High..........c....... King High......ccom........ 502,860
King High ................. Queen High ............. 335,580
Queen High............... Jack High ................ 213,180
Jack High........cc......... Ten High ...ceee...... 127,500
Ten High....ccccoeee. Nine High ............... 70,380
Nine High.................. Eight High ....cee....... 34,680
Eight High................. Seven High ......... 14,280
Seven High ............... Six High ... 4,080
TOtaAl cevveieii e 1,302,540
92

FREE Poker Test
Poker Tester.com




Secrets of How to Play Winning Poker
Brought to you by Rick Braddy and Royal Flush Club

How TO PLAY WINNING POKER

Chances of Being Dealt Poker Combinationsin the Original

Five Cards

Royal FIUSN......ccooiiiiie e 1in 649,740
Straight FIUSh ... e 1lin 64,974
Fourof a Kind ......ooovviiniiiiie e lin 4,165
FUIL HOUSE oot e 1lin 694
FIUSN e et s e s 1lin 509
Straight.........oooooii e lin 255
Three of a KiNd ...covvvviviiiiieee e lin 47
TWO PAUIS oo s o a e 1lin 21
(O] T - V| 1i 2,

NO Pair oo avvaeenaeens 1lin

Blind-Opening Draw Poker

Chance of beating one opponent who has not bentarily
(that is, chance of beating the blind raiser when gre the
blind opener:)

If youdraw 5 cards..........cccceeeeeevvvvvvimemmn. -9 10 1 @gainst you
If you draw 4 cards to an ace.................... 114 to 1 against you
If you draw 3 cardsto an A-K...........cooeeeee... Zto 1 against you
If you draw 2 cardsto aflush ..................... 8 to 1 against you
If you draw 2 cards to a straight................... 8 to 1 against you
If you draw 2 cards to a straight flush........... 6 to 1 against you

If you draw 3 cards to a low pair (4, 3, 2) ...... Even
If you draw 3 cards to a medium pair
(5109) i, 115 to 1 for you

On any better hand than a medium pair you shoukkra

Comment:The pot usually offers 4 to 1. It will be seen that
the usual plays stand to lose. However, the figarescompli-
cated by the high cards in the hand that may pagepmge 58.

The same principles apply to straight draw pokexgép 54)
when you are next-to-last man and everyone butddwer is
out.

Every additional opponent reduces the odds in yauor
on a particular handut every additional opponent has to put
his money into the pot, thus increasing the oddsare getting
for your own moneyAll poker calculations come to the same
thing, though in varying degree: If you had thehigand to
begin with, you figure to win. The more players riheare
against you, the fewer pots you will win but thermgou will
win each time you win the pot, and in the long pou still
show a profit.
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Chances of Improvingin the Draw
(Draw Poker)

Drawsto One Pair
Drawing three cards to one pair—odds against making
Two pair or better ...........cccevvveeii s 214 t0 1 @gainst
Aces up orbetter ..o, 6 to 1 against
Three of aKiNd.......ooovvvvieiiiiiiiiieiees o 8 to 1 against
FUIL OUSE .....evviiiiiiiiiiii e 97 to 1 against
Fourof a kind........ccoeoeeeiiiciiieiiieccccceeeee, 359 to 1 against

Drawing two cards to one pair and an ace kicker-
odds against making:

Two pair or better ........ccoceeeeeiieiiviins e 3 to 1 against
Aces up or better.........ccceeeeeeeeiiiiiiiieeen, 4 to 1 against
Three of akind........ccccccceeei i, 12 t0 1 @gainst
FUll hOUSE.......cevieiieieerece e 119 to 1 against
Fourof akind .......cocovveiiiiiieiieisieeeees 1,080 to 1 against

Comment:lt will be seen that if the player is sure he must
have aces up or better to win, his chance is $jidhatter by
holding the Ace kicker.

Drawsto Three of aKind
Drawing two cards to three of a kind—odds agairsking:

Full house or better..........ccceevveeeee. . 824 to 1 against
Full house ... e 1514 2to 1 against
Fourof akind............ccooovvviiiiiiiiiiiieen 2214 to 1 against

Drawing one card to three of a kind and any kicker—
odds against making:

Full house or better .................oooo 1034 Ito 1 against
Full house .....ccccooiiiiiiiiiiiee e 1424 to 1 against
Fourof akind..........ooovviiiiiiiiiiiiiiieeene, 46 to 1 against

CommentHolding a kicker to three of a kind decreases the
chance of improvement and obviously can be adwsaily for
deceptive or tactical purposes.

Other Odds
The odds are 38 to 9 414 to 1 against filling a fourflush;
39 to 8 or almost 5 to 1 against filling a doubleded
straight; 43 to 4 01084 to 1 against filling an inside or
one-ended straight; 43 to 41034 to 1 against filling a full
house when drawing to two pair.
With a double-ended straight-flush draw (suc ¢} 8-7-6-5)
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the odds are 2to 1 against making a straigluetter 2214
to 1 against making a straight flush, 5 to 1 agamaking a
flush 614 to 1 against making a straight.

With a one-ended straight-flush draw (suc ¢ A-K-Q-J or
O 8-7-5-4), the odds are 3 to 1 against making agtttaor
better, 46 to 1 against making a straight flushp 8 against
making a flush, 14 to 1 against making a straight.

Drawing four cards to an ace, the odds are 21/P égainst
making a pair of aces or better. (In stud pokeratigs are31/,
to 1 against pairing an ace if no other ace sholajving two
cards to A-K, the odds a&i/, to 1 against making aces kings,
or better.

It is 23 to 1 against making a flush on a two-cdrdw and
22 to 1 against making a straight on a two-caravditzoth ends
open twice, as 10-9-8). It is 11 to 1 against m@kinstraight or
better on a two-card straight-flush draw suc ¢}10-9-8.

Lowball

The following odds apply to lowball played with thbeg. In
each case it is assumed that the bugtisn the hand.

One card to 7-high.........ccoovvviieiiiiiiiieiininn, 31/2 to 1 against
Onecardto6-high ... .51/2 to 1 against
One card to 5-high.........cccovviiiiiiiiiree o, 9 to 1 against
Two cards to any three cards under 7,
to make 7-high or better..................... 224 against
One card to 8-high...........ccccvvviiiiiiii e 20 1 against
Onecardto9-high..........cooooiii Even

Comment:See page 61. The more players there are in the pot,
the more low cards can be assumed to have beenodgaially
and the worse the chances are for improvement.séhee fact
decreases the danger of pairing, but this doesltat the fact
that the chances of improvement are lessened.
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